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COMMUNITY “MAGAZINE 
Welcome dear readers to Issue #13 of the World of Warcraft Community Magazine. 


Summer is winding down and regular life is resuming. We worked all summer long to 


bring you something to relax and read as you head back to work or campus. 


This issue we have How to Achieve... returning with a look at the Stranglethorn Fishing 
Extravaganza and just why you want to still head there. We also have the sequel to last 


issue's Hearthstone guide, looking more closely into decks and win conditions. 


This issue has lots of stuff for you to enjoy from an overview of the arena winners heading 


to the Americas Regional to the hilarious Alternative Chat’s Meme Contest. 


Be sure to also check out the links to podcast episodes from Hearthcast, Tauren Think Tank, Looking for 


Roleplay, Realm Maintenance, Lorewalker’s Roundtable, The Game Case Show and Horde for Life!! 
Enjoy your coffee breaks, raid breaks or downtime with our downloadable wordsearch and 
crossword made just for you! Check out the community video page with a range of WoW 


related YouTube videos that our staff has compiled for your entertainment. 


Thanks for reading and from WoW Community Magazine staff we hope you enjoyed your summer. See you next month! 


reer pel £ Dugan 


Leanne Dugan 
Editor 


Steve Greenfield 


Managing Director 


www.gameonmag.com/wow 
E-mail: wowfdgameonmag.com 
The GameOn Magazine 
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WE WANT YOU! 


We are seeking out people who would like to: 
Write guides/pen articles/create artwork/ 
take in-game photographs. 


If you would like to apply for any of these 
positions, please fill in the form at: 


www.gameonmag.com/url/staff 


Please note: these are voluntary positions 
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~ WORLD/ 
CHAMPIONSHIP 


NORTH AMERICA ONLINE 


lizzcon, the place of 
ultimate awesomeness 
and the final showdown 
for the best arena teams in the 
world. Teams will battle through 
qualifier cups throughout their 
countries into regional cups 
and finally into the coveted 


seats at Blizzcon 2015. 


North America has just 
finished their first 3 cups and has 
6 teams of 8 jumping to head to 


the Americas Regional Cup. 


The first qualifier cup saw is 
butter a Carb taking the first spot 
for the America Qualifiers. Beating 
out numerous teams throughout the 
event, their final best of 7 against 


Luminosity, the trio ran away with 
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ARENA QUALIFIERS . 


4 solid wins. Their Frost Mage, 
Boomkin Druid, Holy Paladin combo 
knocked them through their final 
match. This 8 round cup ran from 
July 14th to July 18th and be viewed 
at www.twitch.tv/wow/v/7942008. 


The second cup, running from 
July 28th to August 1st was a 
double qualifier seeing the final 
two teams heading the Americas 
Regional. Tempo Storm and rise 
of le sock were battling it out in 
the final round despite already 
knowing they have their spots in 
hand. The final battle saw a playful 
end with three of the six players 
alive poking at each other for the 
final moments with rise of le sock 
taking the match 3 to 1. Both teams 


ran a Resto Druid, Frost Mage, 


vy WoW Mag Staff 


Subtlety Rogue combo for their final 
matches, talk about out skilling 
your opponent. Watch them again 


at www.twitch.tv/wow/v/9344059. 


Lastly the third, running from 
August 11th to August 15th, saw 
Luminosity taking the top spot 
as grand champions. This online 
cup gave way for three teams of 
the eight competing to head to 
the Americas Regional. World of 
warcats losing to Luminosity in the 
best of 5 took the second spot and 
Carlos Bandidos winning the 3rd 
place spot against Dream Team. 
These matches were everywhere 
from intense to blink and the match 
is over, check them out at www. 


twitch.tv/wow/v/11093762. 


By WoW Mag Staff 
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HOW TO ACHIEVE... 
STRANGLETHORN FISHING 
EXTRAVAGANZA 


ooood day WoW 

overachievers. So 

you re looking at your 
list of incomplete achievements, 
and fishing.. oh dear god fishing, 
and you think, | HATE this 


section. You are not alone. 


The Stranglethorn Fishing 
Extravaganza’s Master Angler of 
Azeroth is definitely an achievement 
that, when earned, is something to 
be proud of. Requiring you to place 


in the top three, it has become 


increasingly difficult since the 
beginning of cross-realming. Each 
group of connected realms has it’s 
own set of winners; however, the 
fishing pools are shared by ALL 
players cross realmed into that 
zone. Players can also hop realms 
using group finder or Real ID invites 
to realms causing even more 
fighting over pools. But don't fret, 


persistence meets all adversity. 


This event takes place each 


Sunday afternoon at 2pm PST 


By Leanne Dugan 


(note that the calendar event on 
your realm can be off, so take 
into account your actual time 

and calculate it out so you are 
there early). It is held in Northern 
Stranglethorn and Stranglethorn 
Vale in the Eastern Kingdoms, 
with the turn-in being In the 
notorious Booty Bay to Riggle 
Bassbait. Winners are announced 
in both zones, so you will know If 
you have lost out or are running 
out of time. You will need to turn 


in 40 of the Speckled Tastyfish 


; 


= , 


> 
/ to him; these of course can be 


fished up from pools of Tastyfish 


found only during the event. 


Here is why you still want to be 
on the hunt for being first, second 
or third. Each place holds a different 
set of items that you can choose 
from; while you can only get the 
achievement once, the goodies are 


worth doing it a few times over. 


Boots of the Bay is an awesome 
teleportation device that will take 
you directly to Booty Bay once every 
24 hours and is available to first 
and second place winners only. 

Dread Pirate Ring is an excellent 
addition to your heirloom collection, 
one | personally have shown off 
since the end of Wrath /bragging 


rights. This is again available only to 


those who place first and second. 
Hook of the Master Angler 

is a transformation trinket that 

lets you swim like you were 

made for the water and is only 


available to first place winners. 


While there are two other 
prizes available, both the High 
Test Eternium Fishing Line 
(third through first place prizes) 
and Arcanite Fishing Pole (first 
place prize] are basically obsolete 


unless desired by a collector. 


In order to make your 
life doing this a little easier, 
here are a few things you will 


want to have prepared. 


1. Bring a fishing raft if you can't 
walk on water. The Angler’s 
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Fishing Raft, purchased 

in Krasarang Wilds from 
the Anglers (revered rep 
requirement), is a great idea 
for those without a class 
ability to keep them afloat. 
If you do have a class ability, 
make sure that it’s ina 
quickly accessible place and 


you watch the timer on it. 


2. Make sure your skill is 


maxed out. While this Is old 
content, the more you have, 
the better your catch rate will 
be. Bring an awesome fishing 
pole, a fishing hat, some 
lures, and some lunch? Just 
kidding. Ephemeral Fishing 
Pole (+100 skill), Tentacled 
Hat (+100 skill), Hightfish 
Cap [+100 skill) and Worm 
Supreme Lure (+200 skill] 
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are a great way to boost your 
skill to a whole new level. 

All of these items are from 
WoD and can be found from 
throwing Lunarfall Carp 

or Frostdeep Minnows into 
your garrison waters and 
killing the Cavedweller. 

3. Know the area. Before you 
head out, memorize the 
locations of where the pools 
spawn. This way you aren't 
flipping through your map, 
or in and out of guides trying 
to hunt down where to go. 

4. Lastly, don’t forget to have 
track fish on! It’s best not 
to attempt this event until 
you can track fish. That way 
you can hover over a pool to 
make sure you are fishing 
from the correct pools before 


you land and start casting. 


So, where do you go for all 
this fun? In the water! Har har, 
okay seriously, pools of Tastyfish 
can spawn anywhere along the 
coastal lines in both Northern 
Stranglethorn and Stranglethorn 
Vale, with one exception; no pools 
will spawn in Booty Bay. Notable 
good locations are the the beginning 
area of the river that runs into 


Northern Stranglethorn and the 


Troll island (largest island) to 


the northwest of the west coast 


of Northern Stranglethorn. 


Other quick tips you might 


want to keep in mind: 


Don't try this on a PvP 
realm, gtfo and realm hop 
to somewhere safer. 

Put your cast button 

on a hot key, mouse 
button or something you 
can access quickly. 
Recruit a friend or a paid 
helper to find pools while 
you empty others out. 
Each fishing pool contains 
roughly 5 fish, keep count 


incase someone tries to steal 


your pool. Then you will 
know when to up and 

leave before they do. 

Set your hearthstone to 

the Inn in Booty Bay. No 
matter where you end 

up fishing you will have 

a quick way to get back. 
Create a targeting macro (/ 
target Riggle Bassbait) and 
interact key/mouse bind for 
the turn-in. This ensures that 
if a player is trying to grief 

by standing on top of Riggle 
Bassbait with a mammoth 
you can still get your best 
shot. Binding interact with 
target can be found in the 


Keybinds section after hitting 
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the escape button under 


the subheader Targeting 
Functions and select the 
button you want to associate 
with the command. You can 


always change this later. 
Have at it overachievers, best 
of luck racking in those points! 
By Leanne Dugan 


The GameOn Magazine 
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PLAYING FROM BEHIND 


By lan Kernohan 


The GameOn Magazine 
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was caught unaware by the playing, in fact, except for the time or game and making it a close 
Legion announcement. My | took Warlock roleplaying a bit too acquaintance. In World of Warcraft, 
time in Azeroth these past seriously. Some of you might look | preferred to take my time while 
few months has been limited at players like me and scoff. Some questing, exploring a zone until 
(graduation, moving, job training), of you might see strong echoes it felt like home. | want to have to 
but the fact that the time on Draenor of your own ideas or experiences. try a few times when | go into a 
had a clear date of expiration | can’t ask for either pardon or dungeon. | want to feel a sense of 
was still shocking, and served to recognition for how | inhabit the wonder; | want to be able to pretend! 
emphasize just how far behind world, only understanding. I'm playing a videogame where 
| was as a WoW player. This got Gnomes can ride giant elephants, 
me thinking about just who | was I've never been much of a for the Titans’ sake. I’m not here 
when | was behind the keyboard trendsetter, the person who always to take things super seriously. 
and mouse, and that’s what |’m discovers the newest trends and 
going to explain to you here. This brings them to the mainstream. | A lot of this desire stems from 
is how | play, and how | think consider myself a bit of a slower how | got acquainted with Azeroth 
when I'm playing. I’m not on the consumer, preferring, for the in the first place. | started playing 
bleeding edge of any progression. majority of the past few years, WoW in middle school, and never 
Nothing of mine has ever bled while to focus on one album, movie, really grew out of the mindset of 
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the defining moment in my WoW 
career. Ashenvale. It was only ten 
or so levels, so | couldn't have 
spent more than a few days there, 
even with BC levelling, but while 

| was there, | was beginning to 


feel competent with the systems 


of my class {a Rogue, naturally). | 


moved down the talent trees with 
ambitious, nervous energy, unsure 
of the long-term implications of 
each and every pick. | developed 
my own strategies for infiltrating 
Satyr camps; | learned to love Sap 
ina PvE context. | was creative with 


my combat. Like my character, | 
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was young, and ignorant of the 


very concept of wrong answers. 


| still retain much of this 
energy. There’s nothing | look 
forward to more than learning a 
new skill in-game and toying with 
it, wondering how it can be best 
implemented. The joy comes from 
the experimentation. | practice 
the faith of believing I’m one of 
the first to try things out, which is 
aided by the fact that I’m usually 
one of the only people in a zone, 


either in my class, or just at all. 


| play from behind a lot: when 
earlier | acknowledged not being 
on any sort of frontier, | meant it. 
I'm the person alts breeze by or 
miners ignore on routes. | take my 


time, in my quest to play honestly 


to my nostalgia. I’m excited, then, 
to fight once more against the 
Burning Legion, but my excitement 
is directed less towards the bosses, 
the raids, the PvP changes, and 
more towards the zones and 
quests. | might be an antisocial 
MMORPG player, but | play for the 
world. | plan on paying attention 

to the new features announced 

for Legion, but | don’t expect to 

be arguing over the benefits of 


each particular class change. 


The question is not, what are the 
pros and cons of the new things they 
are adding, but rather, is there new 
content, and how fun is it? | play to 
have fun. | play to feel magic. As 
grave as the threats facing Azeroth 
are, they're pennies compared to 


what | see in the real world. I’m an 


escapist at heart; Warcraft Il was my 
first video game, so | play to revisit 
that level of childlike exploration. 
WoW is a modern-day way for me to 
return to that state of not knowing 
all about plot development or the 
ways in which games are designed. 
| didn’t think about the meaning 

of what | did back when | was 7; 

| just enjoyed what | was doing. 
When | meander around a zone, 
suck the marrow out of quests, 

and make it a personal mission to 
go to each Inch of a continent, it’s 
because | want to believe in the 
wonder of a world whose designers 
and top players can answer my 
every question. | choose to keep 
myself in the relative shadow 

of ignorance as to the optimal 


strategies. | choose immersion. 


By lan Kernohan 
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t all began about 10 years 
ago when a couple of 
friends of mine wanted 


to try playing WoW. 


At this time it was generally 
considered a bad thing to bea 
geek and WoW was instant geek 
stamp. But things have turned out 
for the better as it’s not a negative 


thing to be a geek anymore. 


So we all tried the 10 days trial 
and started playing, it was really 
confusing and much to see at first 
but once you get the hang of it you'll 
let yourself immerse in this new 
world. My very first character was a 


female Night Elf Druid that | named 


Lartheria, | know it’s a cheesy name. 
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Since my friends were playing 
Human and Dwarfs they could easily 
group up but | was so far away or 
at least it seemed like it at that 
time. Eventually | got on the boat 
and headed towards them and we 
decided to go into the Deadmines, 
it was my very first dungeon so | 
didn't really know what to expect 
but | remember | stole a blue shield 
from arare mob that spawn in there 


and the tank was not happy about it. 


So we continued to play and 
getting into all sorts of adventures, 
however we were pretty slow and 
didn't get to level 60 before TBC. 
We went through the dark portal 
and what a chock we got. It was 


so strange to discover Hellfire 


By Bosseffs 
Peninsula, it was really outlandish. 
Playing through the zones of 
Outland was probably one of the 
best experiences in WoW, there 


was so much to see and do. 


When we got to 70 we started 
doing normal dungeons and getting 
keys for heroics and so on. After a 
while me and my friends got invited 
to a guild and started raiding for 
the first time. It was something | 
was not prepared for, | didn’t really 
know what | was getting myself 


into but | learned as | played. 


What | remember most from 
that time was me getting loot 
from almost every boss, since | 


was the only resto Druid and | was 


really lucky with the drops. One 
other thing | really loved about 
Karazhan was the chess, it was 
really fun and kinda surprising. 
Then there was this Mage Flubbo 
who always would troll people after 
defeating Prince Malchezaar, he 
would make a portal for SW and 

a portal to Darnassus over it so 
many people misclicked and raged 


at him while he just laughed. 


Me and my friends parted ways 
after sometime because | wanted 
to play hardcore and they were 
content with casual. | joined a guild 
and played with them throughout 
TBC/WotLK, sadly after WotLK it 


disbanded and we all went our 

own ways. The best experience in 
WotLK is Ulduar, man that place 
was awesome. | have always been 

a fan of lore about the Titans and 
Old gods, it’s something that | really 


wanted to see more about in game. 


| don’t really have much to 
say about Cata/MoP | was really 
busy working and studying so 
| was only doing quests and 


battlegrounds and so on. 


So in WoD | really tried hard to get 
back into it and | was really playing a 
lot of it. | farmed gear and got myself 


ready and started playing with my 


friends from back in the days. We 
were pretty good at clearing stuff 
fast and was one of the best on the 
server but as the time went by a lot 
of people started getting bored and 
eventually we couldn't raid anymore. 
One of the most memorable 

things was camping that gronnling 


mount, holy shit that was painful. 


Well that’s it, I'd just like to thank 
Blizzard for creating this game and 
all the players who made it one of 


the best things | have ever done. 


May Elune be with you. 


Bosseffs 
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TAMING THE EXTRAORDINARY 
PART 6: LEVELS 51 T0 60 


By Chris Wootton 


nce more unto the 

breach dear friends, or 

in this case... portal. This 
month we're finishing Azeroth and 
approaching the start of the Burning 
Crusade Expansion. So here we 


go, level 51 to 60, 54 mobs worth. 


AZELISK 

On the north border of Burning 
Steppes, north of Dreadmaul Rock 
around 72,23 you can find Azelisk. 
One of the 5.1 patch rares, this 
level 51 red ravager is the only 
rare with this skin. Other than that, 


not much special about him. 


CATAL 


If Catal looks familiar, you're right. 


She’s one of the red two-headed 
vultures we last saw in Tanaris. This 


one is found in the Valley of Ashes 


The GameOn Magazine 


in Burning Steppes. If you have a 
look at 64,53 you will find this big red 
flappy git. Being one of the 5.1 rares 


she’s ona pretty short timer too. 


DEATHMAW 

Deathmaw is the only rare dark 
brown worg in the game, and one 
of only two mobs with this skin. 
When tamed, you get Jendon Rip 
as an ability for him, which slows 
the target as | mentioned in the 
previous guides. One interesting 
and fun little aspect to him is he 
barks when you click him. He can 
be found in one of four spawn 
points around Dreadmaul Rock. 


64,31 ; 70,31 ; 74,48 and 68,55. 


FAVORED OF ISISET 
The Favored of Isiset is the only 


rare white two-headed vulture. 


Found at 75,53 she just wanders 

about on a 4 hour respawn timer. 
One thing to remember If you 

are level appropriate, don’t try to 

tame her with John Keeshan as a 


companion because he'll kill her. 


MAGMAGAN 

This is your first time at a red 
core hound. Just west of Blackrock 
Stronghold is where he roams 
at 28,33. Being a 5.1 mob you're 
looking at a 4 hour-ish spawn timer. 
He shouldn't be too hard to tame 
but could throw a disorient at you. 
Being a core hound, you will get a 
nice 30% haste buff when you tame 


him thanks to Ancient Hysteria. 


MANAS 
Our first visit to Winterspring (a 


personal favourite zone] gives us 


Manas. The only grey dragonhawk 


in the game that’s not a corpse on 
the floor (Dawnblade Dragonhawks 
on the Isle of Quel'Danas are 

all dead]. He spawns in Owl 

Wing Thicket at 64,80 and has 


a 4 hour respawn timer. 


NORISSIS 

Norissis is one of only two 
purple armoured chimaera in the 
game, the other being Nuramoc in 
Netherstorm. Found in Winterspring 
at the Hidden Grove you will need 
to head to 59,24. As a 5.1 patch 
rare and an exotic you will need 
to be BM spec to tame him. The 
Froststorm Breath attack he has is 


useful in a number of encounters, 


not least soloing Viscidius at 
high level as you need to freeze 
that boss and as of patch 6.0 this 


breath weapon can do just that. 


ORNAT 

Back in the Burning Steppes 
at Blacktooth Hovel, you can find 
Ornat. Visually this nether ray is 
identical to Blackbog the Fang 
from back in Felwood. Since 
patch 6.0 they also provide that 
lovely Ancient Hysteria haste buff 


too! Go find Ornat at 50,60. 


SUNWING 
The only black dragonhawk 
in the game that you can tame, 


Sunwing is found in Burning 
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Steppes at 8,54. As a 5.1 beast, this 
level 51 rare respawns every 3 to 4 
hours. He’s the flip side of the coin 


from Manas and rather lovely. 


VENOMSPINE 

Remember Spinecrawl from 
Felwood? Here's another green 
ravager for you. Found at 5,38 in 
Burning Steppes, Venomspine is 
level 51 and another of the 5.1 patch 
4 hour respawn mobs. Providing the 
Chitinous Armour buff, taming this 
mobs gives you and any raid or party 


members a 3% buff to Versatility. 


BRUISER 
And now we move on to the level 


52 mobs starting with Bruiser. 
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An apposite name if ever there 
was one. The first grey rhino you 
will meet, old Bruiser is a big 
stompy arse that wanders about 
around 66,42 in Winterspring. 
Clefthoofs like Bruiser provide 

the Wild Strength buff that gives a 
3% Versatility and 5% Multistrike 
chance. Well worth a tame for that 
Multistrike, especially as you will 


have to be BM to tame this exotic. 


GIB THE BANANA-HOARDER 
It’s a monkey in a hat! Found 
in Swamp of Sorrows, Gib is the 
only black monkey In a fez you 
will see. Head over to 17,47 and 
you too can have a poo flinging 
monkey that makes noises when 
you click him. Monkey have the 
ability Fling Filth, which blind 
enemies for 4 seconds ona 1 minute 
cooldown. Very handy in PvP, but 


it breaks when damage is taken. 


JAXX THE RABID 

This isn't an obvious game 
reference Is it Blizzard? Jaxx the 
Rabid, is the only rare orange hyena 
you can tame. With Cackling Howl 
giving you a 10% haste boost, he’s 
a rather helpful little guy too. As a 
5.1 patch rare, he’s on a3 or 4 hour 


Spawn timer and found at 46,24. 
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KASH 

If like your humble scribe you are 
a child of the 80's, you will look at 
this lovely beast and instantly think 
“Cringer”. The only tameable green 
and orange hunched cat, Kash is a 
level 52 rare added in patch 5.1. If 
you head to Swamp of Sorrows and 
have a look at 80,29 you will find 


this big beastie every 3 to 4 hours. 


QUETZL 

Southeast of Owl Wing Thicket 
in Winterspring at around 66,83 you 
will find the unique grey and green 
spiked wind serpent Quetzl. This 


level 52 rare is a nod of the head to 


the mesoamerican god Quetzalcoatl. 


As with other wind serpents she 


gives you a 9% Multistrike buff. 


SHIMMERSCALE 

Sat on an island in Swamp of 
Sorrows sits the only rare violet 
serpent. Shimmerscale is level 52 
and another 5.1 rare. Serpents have 
the ability Serpent's Cunning which 
gives a 10% attack speed boost 
to party and raid members just 
like with core hounds and the like. 


Head to 55,54 and check her out. 


UHK’LOC 
The second white gorilla that 


can be tamed, Uhk’loc is level 52 


and found in Un'Goro Crater. If you 
look at around 63,19 (near where 
the quest Chasing A-Me 01 used to 
be}. You will find Uhk’loc stomping 
around there being big, white and 
furry. As with other gorillas you 
will get a 5% buff to STR, AGI and 


INT for party and raid members. 


CHIAA 

The only yellow spiked wind 
serpent, Chiaa is level 53 and found 
in Burning Steppes. If you look at 
35,27 just west of Blackrock Spire 
you will find this huge great thing 
flapping about. Just like Quetzl, 
taming Chiaa will get you that lovely 
Breath of Winds Multistrike buff. 


CHUPACABROS 

Found in Swamp of Sorrows, 
this level 53 spiked green raptor is 
the first of his kind you will meet. 
At 28,63 you will find this beastie, 
walking about and generally 
being a tribute to goat sucking 
cryptids. As a raptor, Chupacabros 


provides a 9% Crit strike boost. 


CLACK THE REAVER 

If you cast your mind back to 
the first of these articles, you will 
remember Death Flayer from 
Durotar. Clack the Reaver is a clone 


of that little beastie all grown up 
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to level 53. If you head to 47,13 in 
the Blasted Lands you will find 
this big black and red scorpid. 
Once again, you're dealing with 
Draenthyst farmers, so looking 
at getting the Deadly Sting ability 
from this scorp which applies 


Mortal Wounds to the target. 


IONIS 

It’s another unique wind 
serpent! lonis is a level 53 grey 
and red spiked serpent found in 
the Shifting Mire in Swamp of 
Sorrows. If you look at around 40,35 


you will find this patch 9.1 rare. 


RAK’SHIRI 
This level 53 rare saber cat is one 


of only 2 that have this colouration. 
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Rak’Shiri is the only rare aqua cat, 
the non rare is Shy-Rotam who 
used to be a quest spawn. Found In 
Winterspring, at Frostsaber Rock 
(47,18] You're looking at a 10 to 12 
hour spawn time for this guy as 
he’s a vanilla WoW rare. Back when 


the word was meant seriously! 


RONAK 

Ronak is a white armoured 
chimera you can find in Winterspring 
that looks exactly the same as 
the Razza from Feralas. If you 
look in the mountains north of 
Everlook at around 59,42 you will 
see this big white chimera. Being 
a 95.1 patch rare, you are looking 


at a 2 to 4 hour spawn timer. 


SIAN-ROTAM 


Once again, we're in Winterspring, 


and this time we're revisiting 
Frostsaber Rock. Visually, Sian- 
Rotam Is identical to Echeyakee and 
has a spawn time of up to 12 hours. 
You are going to want to get to 47,18 
to tag this one. The mastery boost 
from Roar of Courage is pretty good, 
but it is the fact that this beastie 
used to only be spawned by a Horde 


quest that makes it a little special. 


THE DEEP TUNNELER 

Deep Tunneler is the first 
jormungar you will meet. At the end 
of the cave named Mazthoril around 
90,72 is where you will find him. He’s 
an exotic, So you're going to want to 


be Beast Mastery to tame him, but 


Strength of the Earth which increases 
raid member's Strength, Agility, and 
Intellect by 5% and Versatility by 3%. 


YUKIKO 

Looking a lot like a stage prop 
from a Kiss concert, Yukiko is the 
only white and grey wind serpent in 
the game. Found in the Swamp of 
Sorrows, this level 53 rare is found 
at 69,67. As with all wind serpents, 
Yukiko gives you Breath of Winds. 


ARCANUS 

In Winterspring you will find your 
first blue runed demon dog. Arcanus 
is level 54 and found at 48,59 just a 
touch southwest of Lake Kel theril. 
Being a patch 5.1 rare you're looking 


at a rough spawn timer of 4 hours. 


BORNAK THE GORER 


Again we are in Winterspring 


and again you see a first. Bornak 
is the first blue rhino you will see. 
At 62,24 this level 54 rhino gives 

the Wild Strength buff that grants 
3% Versatility and 5% Multistrike 
chance. The area you are looking 


for is called The Hidden Grove. 


CLUTCHMOTHER ZAVAS 

BUG! If you remember Kaxx from 
Thousand Needles, Clutchmother 
Zavras will seem familiar. So she 
should, they share a skin. Zavras 
is in the Slithering Scar hive no 
doubt plotting something evil. She’s 
a Silithid after all. Drop by 48,85 


and put a spanner in the works. 


World of Warcraft Community Magazine // 23 


ORLIX THE SWAMPLORD 

The only rare purple wasp in the 
game (later ones aren't rare} Orlix 
is found in the Swamp of Sorrows at 
18,36. He’s a 5.1 rare so you're once 
again looking at a 2 to 4 hour spawn 
timer, and it is worth noting that in 
the swamp the lighting makes him 
look red. It’s not until you get him 


out of there you see the purple. 


SEAWING 

Seawing is a level 54 clone 
of Dustflight the Cowardly, right 
down to the noises when clicked. 
When you are taming this beastie 
it’s worth watching out for one 
ability in particular, namely Eye 
Peck. It reduces your chance to 


hit by 10% which could be a pain 
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in the behind. Have a look on the 


coast between 82,17 and 91,41. 


ACRONISS 

Acroniss Is the only tameable 
red arcane worm. He spawns In 
Silithus at 73,16. You're looking for 
the spawn point of Vyral the Vile in 
Twilight’s Run. There’s a summoning 
circle next to Mr. Vile and this is 


where you will find Acroniss. 


FFEXK THE DUNESTALKER 
Still in Silithus, Ffexk is a level 55 

rare tan wasp found in Hive Zora. 

He’s a 9.1 rare which means a 2 

to 4 hour spawn timer. You want 

to be at 33,53 and unlike many 

other hive mobs, on the surface. 

There are other tan wasps to tame, 

but he of the unpronounceable 


name is the only rare one. 


KING MOSH 

Mosh, the only stealth dinosaur 
ever. Seriously, this git is the size 
of a house and has squished more 
hunters by suddenly appearing 
behind them than any other mob. 
Back when there was the epic 
hunter quest for Rhok’delar you 
had to spend time in Un’goro 
Crater killing a demon. It could 


be absolutely guaranteed that 


Mosh would stealth up behind you 
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and *chomp* you'd be a smear 


on the ground. Add in the fact 
that the git can fear and you have 
a real nasty fight on your hands 
when level appropriate. Have fun 
people, he’s level 55 and bright 
red! Have a look at the Screaming 


Reaches, you ll find him. 


SPITEFLAYER 

In the Blasted Lands, there 
used to be a black vulture called 
Spiteflayer. These days he’s a black 
and yellow two headed carrion 
bird. As with all the other Blasted 
Lands rares, he’s farmed for 
Draenthyst so you will be lucky to 
catch him. He's in the Shattered 
Beachhead around 63,36. He's 


a unique skin, and Is a flying 


biohazard sign. What's not to love? 


ZORA 

There is only one copper wasp, 
Zora Is her name. It’s not going to be 
a surprise to learn that she’s found 
in Silithus in the hive that bears her 
name. Have a look around 31,55 and 
you ll find her eventually. She’s in 


the caves of the hive underground. 


DEATHEYE 

Next up in our menagerie of 
marvelous mobs Is Deatheye. A level 
56 burgundy basilisk with purple 
fringes. It’s another unique skin so 
feel free to grab him. You will find 


him around 53,27 in the Blasted 


Lands. He’s farmed for Draenthyst 
like all the Blasted Lands mobs, so 


you may have to be quick about it. 


GRETHEER 

This is something we've not 
seen so far in this bracket, a spider! 
Spawning In one of four spots across 
the zone of Silithus (36,39 ; 45,51 
; 52,55 ; 64,58) Gretheer is a big 
grey tarantula just like Creepthess 
back in Hillsbrad. Snag it if you feel 
the need, but there's not a lot to 


separate this one from the crowd. 


GRUBTHOR 
Grubthor is your last chance to 
tame a yellow worm. He has an 


8 to 10 hour spawn timer and is 
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visually the same as Oozeworm 
and Parasitus from Dustwallow and 
the Eastern Plaguelands. A lot of 
people like this worm because of 
the green eyes but | don’t really see 


the attraction myself. If you want 


Grubthor your spawn points to check 


are 50,64 and 49,72 on the east of 


the road down to Ahn'Qiraj and 41,65 


and 34,72 on the west side of it. 


KARAPAX 

Found north of Hive’Ashi in 
Silithus, Karapx is a unique orange 
and red ravager put in as part of 
patch 5.1. His 2 to 4 hour spawn 
time is pretty standard and this 
level 56 beastie is often found sat in 


amongst the termite mound looking 


structures around 57,14 on the map. 


As with other ravagers he provides 


a buff that boosts Versatility by 3%. 


KRELLACK 
Remember Clack the Reaver 


from about a page or so ago? Yeah, 


here’s another one. Found in Silithus 


in four spawn points (62,18 ; 67,28 
- 69,37 and 64,39) he’s another 
black and red scorpid just like 
before. The only difference Is this 
one is level 56 and has a colossal 
spawn timer because he’s been 


in the game since patch 1.11.1. 
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RAVAGE 

We're back in the Blasted Lands 
now for Ravage the purple hyena. 
He’s the last of these beasties in 
the game and is level 56. Found at 
49,34 Ravage is another of the early 
rares put in at patch 1.11.1 so don't 
expect a short timer on this guy. 
Of course, he’s a mob that drops 


Draenthyst so Cross Realm Zone 


issues could crop up when you're out 


trying to tame this one, be prepared 
for annoying people attacking him 
and breaking the tame if you're 
unlucky enough to be on a realm full 


of lowest common denominators. 


REX ASHIL 

Back to bugsville for this one, 
Rex Is the unique black wasp of 
Hive’Ashi. Between 50,27 and 51,22 
you're going to find this big boy 
flying around the hive entrances. 
If you're not same level (56) and 
out level everything massively you 
may want to make sure not to AoE 
nearby or wear anything with a 
proc on it as one poor unfortunate 
spotted in the Wowhead comments 
on this one had his legendary cloak 
from MoP kill him before the tame. 
He’s a patch 1.11.1 mob so that 
must have sucked waiting anything 


up to 12 hours for a respawn. 


TOXX 

Added in patch 5.2 Toxx Is just 
a big green walking sneeze of 
a scorpid. Still near Hive’Ashi 
in Silithus found at 42,17 you're 
going to have a 7 to 8 hour wait 
to find this guy between spawns. 
Other than Madexx in Uldum he’s 


the only chance you'll have for 


a green scorpid in the game. 


GRUNTER 

The only rare yellow & black 
felboar in the game, Grunter used 
to be just a boring old black pig. 
He’s another Draenthyst mob in 
Blasted Lands so a lot of people 
don't bother with him, which is a 
shame. At around 55,38 you might 
luck out and find him close to his 


7 to 8 hour apart spawn times and 


get him before someone questing 


thinks “ooh, rare!” and kills him. 


MANAX, QEM, LOSAJ 
AND QU’RIK. 

Poor old Lieutenant Rasczak, 
he would really HATE the next 
four. It’s basically four versions of 
the silithid colossus we know and 


love as Vem from AQ4O. There are 
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difference between the four, Manax 
is blue and damaged, Qem is pink 
and damaged, Qu’rik is red and 
damaged, and Losaj is pink and 
whole. They all spawn in the various 
hives around the zone, and Losaj 

is the only one that is not a unique 
mob. In order, Manax is found at 
67,66; Qem is at 44,16; Losaj is at 
42,56 and Qu’Rik Is at 54,26. All of 
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them spawn underground in the hive 


tunnels and are levels 57 and 58. 


BORNIX THE BURROWER 
Bornix is a familiar face to old 
school raiders as he Is once again 
a rare version of an AQ40 Boss. As 
an orange silithid colossus he’s a 
clone of Lord Kri from the AQ40 
bug trio. Found underground in the 
tunnels of Hive’Regal at 62,89 he is 


a patch 5.1 rare with a 2 to 4 hour 
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timer. At least it saves you the hassle 


of getting to Kri in the raid past all 
those DAMNED bugs in the tunnels! 


TIX 

Tix is a tan silithid found in 
Ahn'Qiraj: The Fallen Kingdom. 
If you look at 60,6 you will spot 
him wandering about every 2 to 4 
hours near the raid summoning 
stone. Silithids provide Qiraji 


Fortitude which boosts Stamina 


by 10% and Spell Power by 10% 
which is a handy thing to have. 


CRYSTAL FANG 

Found in the skitterweb tunnels 
of Blackrock Spire, Crystal Fang is 
a rare version of the boss “Mother 
Smolderweb”. At level 60, she’s 
the only rare version of this spider 
and has been in the game since 
patch 1.11.1 so don’t expect her 


to be in there every run of the 


& 


dungeon you do. At appropriate 
levels she’s going to be hellish to 
tame because unless you are ina 
group of guildies who agree to leave 
her alone, you can bet some pug 

is going to kill her before you can 
tame thanks to the fact she drops 

a blue dagger called “The Fang of 
the Crystal Spider” in normal mode 
which combined with Venomspitter 
(another blue drop from BRS} 


makes up the spider's Kiss set. 
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LAPRESS 

And so here we are, the final 
rare of this bracket. Lapress Is, 
you guessed it... another bug. One 
of only two rare purple silithids in 
the game, she spawns all over the 
surface of Hive’Regal in Silithus 
between 58,64 and 65,83. As with 
all the Silithids, she still has that 
sweet Fortitude buff, and you're 
going to have to be Beast Mastery 


to tame her as she’s an exotic. 
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So there we have it, 54 rares from 
31 to 60 and the end of Azeroth for 
now. Next month, Ill be changing 
things up a bit and covering 
levels 61 to 85 since Blizzard only 
included 4 tameable rares between 
61 and 70 and that would make 
it a little on the short side. So I'll 


see you In Outland next month! 


By Chris Wootton 
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Main Character Played 
Qaundr, the Night Elf Rogue, is 


the character I’ve logged the 


most hours on. Now I'm playing 


as Qaundr, the Orc Warlock. 


How Many Alt’s do You Have? 


Seven. Two Pallies, a Priest, 
a Rogue, a Shaman, a Death 


Knight, and a Warrior. 
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Least Favourite Class to Play 


Probably Mage. 


Favourite Class to Play 


It’s got to be Rogue! 


When Did You Start Playing 
WoW? 
The spring of 2007, so right after the 


dust of BC was beginning to settle. 
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What Was Your First Server? 


Quel’Dorei! 


Have You Ever Taken a Break? 
Yes. A few weeks after the launch 
of Wrath, | stopped playing to 
‘focus on school,’ and | stayed out 


until | heard about Warlords. 


What Other Games do You Play? 
Love. kek jk--Bastion, Portal, 
Hearthstone, Star Wars: 
Battlefront, Rock Band 2, now 


lots of Magic: the Gathering too. 


So Why World of Warcraft? 
| love the world. | love the races; 
| love the way everything looks. 
Warcraft II was just about the first 
game | ever played, so there’s a 
huge sense of familiarity to Azeroth. 
| mean, | used to wrap t-shirts 
around my hands, pretending to be 


an Ogre Magi. This is some place 


where, unlike other habitual games 
(DoTA 2, CS:GO, even Hearthstone] 
any forward progress | make Is 
permanent. | can always improve 
here, and the improvements 


are flashy and satisfying. 


What do You Like to do In-game? 
| like running dungeons. I’m a big 
PvE kid -- never had the confidence 
to sink into PvP beyond early 
experimentation with WSG, AV, etc. 
The cooperation required gives me 
the most satisfaction in WoW. More 
so than that, | like it when fights 
last long enough for several ability 
rotations. That’s part of the reason 
why the current levelling group 
finder system feels so bittersweet 
to me. I’m finally able to see the 
entirety of dungeons, and really feel 


their plot, but the toons are just so 


overpowered that there’s 
hardly any challenge left. 
Battles are not dangerous 
anymore. When | was playing 

a Resto Shaman, it was really 
only in Sunken Temple that | 
felt like | had to try to keep pace 
with healing. If we look at dungeons 
as practice mode for raids, they 
should really be a place where 

you learn to play, and for me, they 
haven't been [at least now--so 


much as in THE GLORY DAYS}. 


Where is Your Favourite Place to 
Sit AFK? 
| really like the north ridge of 
Orgrimmar, behind the flight 
master and Valley of Spirits, with 
a view of the entire trade district, 
but | have to say Darkshore 


holds the most nostalgia for 
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me. | was honestly heartbroken 


to return after the Cataclysm 


and see Auberdine shattered. 


Be Honest, do You Troll Trade 
Chat? 
| don’t troll. | tell elaborate stories 


that have little to do with the truth. 


Favourite Mount 


Fossilized Raptor 


Favourite Pet 


Fawn 
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Favourite Toy 


| don’t quite use toys enough to say. 


Favourite Raid Instance 


Karazhan. 


Favourite Dungeon 
Blackfathom Deeps! 

Favourite NPC and Why 
The NPC that stands out the most 
is Zen’kiki. You meet him in the 
Western Plaguelands, in a Cenarion 
Circle camp, and you have to train 
him in the ways of the Druid -- 
think Wally from Pokemon Ruby/ 
Sapphire. He's essentially a Druid 
that follows you around, helping you 
kill birds, wolves, and bears, but the 
reason | love him is the trouble he 
has shapeshifting. Misclicking into 
aquatic form, or taking his role in cat 
form way too literally: his dialogue 
is hilarious. However. When he casts 
Moonfire, he targets himself, dealing 
damage that originally only set him 


to ~60% or so. Since 6.0, though, 


damage has been scaled and he 
kills himself. Every. Time. My second 
time levelling there was so annoying, 


but Zen’kiki, | still love you. 


lf We Asked Your Guild, What 
Would They Say About You? 
He is quiet, but he makes 


weird jokes sometimes. 


Anything Else You Would Like to 
Brag About to Our Readers? 
When | started my newest character, 
Qaundr the Warlock, | knew it was 
time to retire Qaundr the Rogue. 
| had left him last somewhere in 
the Borean Tundra, so | logged on 
and made the trek on foot down 
back to the Eastern Kingdoms, 
then on boat across to Kalimdor, 
then on nightsaber up through 
Dustwallow and the Barrens to 
Ashenvale, Darkshore, and finally, 
to Teldrassil. | walked past armor 
vendors -- those that sold mail | 


was envious of and those that sold 
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leather | could not yet afford--and 
ancient protectors, past Furbolg 
dens and grell encampments | had 
to team up with someone else to 
beat (I still remember what he said 
to me when he finished: “damn 

bro sorry but | got to jet”). | walked 
through old towns, whose layouts 
and design | recognized from their 
parallels in Durotar, Dun Morogh, 
and Tirisfal. Yet, even as | could pick 
out the purpose of each quest giver 
and class trainer (1 shall mourn you 
all), | felt first the same awe and 
anticipation that | had felt eight years 
ago. | felt like this whole world was 
for me alone. | kept heading down 
the path, east, up a small hill, then 
down a gentle slope before | found 
rest in the heart of a tree of forgotten 
age. | had embarked on many treks 
with Qaundr -- most of them in 
Outland or on the Isle of Quel’Danas 
-- and now they had all come to an 
end. Taking the time to return to 


my first challenges in this game. 


+SR, 
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HEARTHSTONE WIN 
CONDITIONS: WINNING ON 


YOUR OWN TERMS 


Because the shortest distance between 30 and 0 is never a straight line 


ast issue, | wrote about 

some good points to think 

about while building your 
Hearthstone deck. In doing so, | 
neglected what might be the most 
obvious question a player should 


be able to answer when going into 


a game: how does this deck win? 


oe 


ere af 
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It might seem like a purely 
rhetorical question. A deck wins 
by, well, winning! You want the 
other fellow to explode before 
you do, and it cannot get more 
complicated. However, just as 
Buddha taught that there are 


many paths to enlightenment, so 


too are there many different roads 
that lead to total destruction of 
your Hearthstone opponent. 
Identifying which of these roads 
you wish take and streamlining 
your deck alongside it will 


truly make it a force to fear. 


Victory in Hearthstone Is 
ultimately achieved by dealing 30 
damage to the enemy hero. Ask 
yourself, then: would you like to 
deal that damage with spells, or 
with minions? Would you like to 
overwhelm your opponent with 

more threats than they have 


answers for, or would you like to 


By lan Kernohan 
stall the game until you're able to 
drop giant, legendary threats in the 
late game? Or, would you simply 
like to grind your opponent's deck 
into dust until they literally have 
no more cards to play against you? 
This process is called ‘identifying 
your win conditions.’ Here, we'll 
examine three famous decks 
in-depth as they represent and 
utilize different win conditions, 
or WinCons: Fatigue Druid, 
Undertaker Hunter, and Control 
Warrior. We'll end with a brief look 
at some of the new cards that will 
debut in The Grand Tournament 
expansion and how the new 


mechanic could be used to win big. 


Fatigue Druid debuted last winter, 
with reddit user /u/ChaosFollowing 
being one of the first to popularize 
the build. It makes use of a sneaky 
way to deal damage to your 


opponent: through fatigue. If you 


don’t know, when you draw the 

last card of your deck, the next 
turn, you take 1 damage instead 

of drawing, 2 the next turn, 3 the 
next, etc. (Geometric series, man, 
gotta love ‘em!). Fatigue Druid uses 
cards like Naturalize, Coldlight 
Oracle, and Grove Tender to fill up 
your opponent's hand, ideally faster 
than they can play those cards. 
Furthermore, any time they would 
hold eleven cards in their hand, that 
one over ten gets burned -- a free 
removal spell for you! Then, through 
healing and board clears in the 
form of Healing Touch and Poison 
Seeds, they stall out the game, to 
the point where their opponent 


will literally not have any cards. 


Playing Fatigue Druid decks Is 
about countering your opponents’ 
threats so that the mechanics of 
the game will deal them all the 
damage they need. The deck has 
no high-attack minions, because it 
doesn't need them. It has a clear 
goal, and does not include cards 
that do not contribute to its main 
goal. Its WinCon is dealing fatigue 
damage, and every card contributes 


in part to reaching that goal. 


Undertaker Hunter (Huntertaker] 


is a deck that has, in the past, 


inspired fear in the hearts of players 


both old and new. This is the 
absolute opposite of Fatigue Druid: 
it overloads on low-cost minions 
to play more threats in the early 
game than opponents can respond 
to. The catch Is that it can easily 
run out of gas: Hunter aggro decks 
commonly say that they aim to kill 


their opponent the turn before they 


World of Warcraft Community Magazine // 35 


themselves would die. The win, then, 
comes from dealing lots of damage 
fast. You won't see a late game 
strategy in the form of Sylvanas 
Windrunner or Dr. even any of the 
Giants because they don't help this 
deck do what it wants to. Instead, 
HunterTaker proves itself as a 
particularly explosive demonstration 


of the idea of a WinCon because 


The GameOn Magazine 


36 // World of Warcraft Community Magazine 


of the synergy inherent in its early 
drops. The latter half of its moniker 
comes from the card Undertaker, 
which, before it was nerfed, gained 

1 Attack and 1 Health whenever 

you summoned a minion with a 
Deathrattle effect. Not only did this 
increase how potent It would be, but 
the +1 Health was effectively a mini- 
heal, forcing your opponent to devote 


even more resources to killing It. 


Taking a look at a standard 
HunterTaker decklist, we can see 
that almost all of the Deathrattle 
minions are there: Leper Gnome, 
Haunted Creeper, Loot Hoarder, 


and Mad Scientist. Webspinner Is 
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especially amazing in this deck: 
not only does it buff up the 
Undertaker, but it also refills your 
hand with a random Beast when 
it dies. Because you're going to 
be able to play two or more cards 
each turn after turn 3, card draw 
becomes hugely important in 
succeeding with Hunter Taker. 

Let’s look at some of the cards 
not in the deck to further understand 
how well-crafted this deck is. There 
are almost no removal spells. There 
is Kill Command, but Explosive 
Shot, Deadly Shot, or Multi-Shot 
are nowhere to be found. This is 
because the deck doesn't need to 
focus on removing big threats: it 
creates threats too big to be ignored. 
It completely dominates the game, 

ideally from turn 1. It’s entirely 
possible to use the Coin to get an 
extra mana on turn 1, play Leper 
Gnome after Undertaker, and turn 
2 follow that up with a Webspinner 
and another Leper Gnome. You've 
then got a 1/1, two 2/1s, and a 4/5 
Undertaker, on your opponent's turn 
3. You're In a position where you 
control your opponent's actions: 
they cannot ignore your Undertaker, 
because it will kill them by turn 6 
or 7, and therefore, they cannot 
develop any threats of their own. 


It’s not hard to see why playing 


against this deck Is no fun, and 
why it was the object of much hate 
from the community during Its 


extended presence on the ladder. 


Control Warrior, occasionally 
derided with the alias Wallet 
Warrior for the glut of Legendary 
minions that make up its late- 
game, Is easily the most popular 
deck in the Control archetype In 
Hearthstone currently, as well 
as ever. Its mentality going into a 
game is to neutralize the threats 
its opponent puts out through 
solid removal spells and incredible 
amounts of armor, soaking up all 
the enemy effects before dropping 
a massively powerful minion 


like Ragnaros or Alexstrasza. 


The synergies this deck achieves 
are through minions like Acolyte 
of Pain and Armorsmith, that draw 
cards and gain armor whenever 
minions are damaged, respectively. 
With Death's Bite and Whirlwind, 
you can assure that if there is a 
particularly nasty minion on the 
other side of the board, you can get 
rid of it with a well-timed Execute, 
or Shield Slam if you're particularly 
equipped. Both Control Warrior and 
HunterTaker also work especially 


well in their respective classes due 


to the Hero Power available. The 
former’s emphasizes outlasting the 
other player through slow lifegain; 
the latter wants to deal ALL THE 
DAMAGE as FAST AS POSSIBLE. 
Control Warrior definitely can do lots 
of damage in one turn: an Enraged 
Grom Hellscream preceding another 
strike from Ragnaros, the Firelord is 
enough to finish most opponents off. 
The difference between the Hunter 
damage and the Warrior damage Is 
that the Warrior will unleash their 
fury no earlier than turn 10, with 
turn 20, or even turn 30 victories 

not being unheard of. Echoing the 
fight styles of Prot Warriors in WoW, 
Hearthstone Control Warriors wage 


the slow war for dominance. 


Ne ee Re Re Ne ha ee a a he he he a Re Ro ee a Read 


With the release of The Grand 
Tournament, the Hearthstone 
community has been discussing 
how Inspire, the new mechanic, will 
influence deckbuilding. Cards with 
Inspire effects activate those abilities 
whenever you use your Hero Power, 
so they can be either repeatedly 
powerful, or completely irrelevant. 

In a deck that emphasizes Inspire 
cards, there would have to be a focus 
ona specific card or two to build a 


stronger deck around. For example, 


Silver Hand Regent is a spoiled 
neutral minion that summons you 
a 1/1 Silver Hand Recruit for each 
time you use a Hero Power. On 

top of a 3/3 body for 3 mana, this 
is by no means a bad card, and 
could be synergized with Knife 
Juggler or Shattered Sun Cleric 
for a strategy that emphasized 
‘going wide,’ or filling up the board 


with lots of smaller threats. 


However, a point to keep in 
mind, and one that has often been 
repeated by major commentators, 
is that this mechanic Is slow. 
Much slower, in fact, than the 
aforementioned Warlock and 
Hunter decks. The speed at which 
you can trigger Inspire effects 
must be taken into consideration 
when putting deck pieces together. 
Kodorider is a neutral 3/5 minion 
for 6 mana with “Inspire: Summon 
a 3/5 War Kodo.” This cousin of 
Cairne Bloodhoof appears at first 


glance to be incredible -- infinite 


3/5’s! In practice, however, these can 


start hitting the board turn 7, and in 


relatively small numbers. The late 
game is usually when you want to 
be throwing down major threats, 
and by themselves, these Inspire 
minions are certainly not inspiring 


fear in any competent opponent. 
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In its favor, though, Kodorider 


does serve as a decent draw on an 
empty hand, but the incremental 
benefit you get from triggering its 
ability leaves a little to be desired. 
Now, if you can get 2-4 Inspire 
minions on the battlefield, 
depending on the class you're 
playing, you might be able to 
accomplish incredible things 
with just 2 mana. But, if you just 
shove every new minion into 
a deck, don't expect amazing 
results. After all, gaining 2 Health 
from Tournament Medic and 
returning Coliseum Manager to 
your hand are not results that 


would appear to win games. 


And that’s, ultimately, what decks 
should try to do: win games. How 


they do so is up to your discretion. 


By lan Kernohan 
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HELLFIRE CITADELNBOS: 
REVIEWS FOR ME ANDWO 


masonry that went into each laid 


ne of the most surprising 

moments of my week 

was realizing that, 
rather than the Sunday | imagined 
myself living in the day this is being 
written, I’ve actually been living ina 
Monday that’s rapidly approaching 
Tuesday. After several weeks of 
raid leading, there's a certain 
feeling of dread that comes with a 
Tuesday. The bosses all feel better, 


your raiders are forced, by social 
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obligation, to appear and you know 
that, one way or another, you're 
going to end up smashing your face 


against some form of brick wall. 


Since I’ve now spent several 
weeks carefully checking several 
different varieties of brick walls, | 
feel like I’ve developed an informed 
opinion on what | like from each 
wall: the flavor of the bricks, the 


smoothness of the grain, the 


By John M. Miller 


brick. In other words that will allow 
me to drop this extended analogy, 

| Know what | do and don’t like 
about each boss. While | may have 
missed out on Blackrock Foundry 
(for now!), | feel like Hellfire 


Citadel is more than deserving. 


So with no further stalling, 


on to the bosses! 


HELLFIRE ASSAULT 
The Good: The fight lived up to 


the expectations held for itas a 

first boss: not overly complex with 

a slight learning curve and a solid 
introduction for the raid. This allows 
any group to come in on normal 

or heroic and expect to get the 

boss down with even a little bit of 
group chemistry, which | think Is 
something that can be appreciated, 
considering how many more bosses 
there are to do it’s nice to have 
something for you to test the water 


with. It also has a nice little bit of 


voice acting and is directly tied 
in to the next boss, something | 
appreciate more thinking back on it. 
The Bad: | feel like the Gorebound 
Felcasters are a little too delicate. 
There were a few too many 
frustrating wipes early on when a 
little too much cleave would go out 
causing two Gorebound Terrors to 
suddenly appear and our raid would 
vanish in a rather embarrassing 
blaze. The fight also seems to suffer 
slightly from its duration; while it can 
be fun when there’s a Berserker, two 


casters, a Terror, and a Siege Vehicle 
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up, most of the time you'll just be 
killing waves of trash while you wait 
for the next vehicle and it always 


feels one ammo crate too long. 


Good: 

¢ Solid “first boss” mechanics. 

e Nice intro to the raid/raiding. 

e Nice voice work with a great 
lead to the next boss. 

Bad: 

e The Felcasters are too soft 
for the cleave you'll want. 

e Lasts one or two siege 


vehicles too long. 
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IRON REAVER 

The Good: This boss just looks 
amazing. Something about the 
sleek design, moving parts, fire, 
posing, and animations really sets 
this boss above the rest for me. It’s 
certainly one of the most visually 
interesting fights from a non-raiding 
perspective. Of course this is only 
slightly inspired by my adoration 
for the Metroid games, but Let’s just 
assume | like it anyway. The fight 
is very well paced, never leaving 
you feeling like it’s been going too 
long unless your damage Is too low 
and you always have something to 
do without being overwhelmed. 

The Bad: I’m not sure if I’m 


just becoming easier to distract 


away from what matters, but the 
hitboxes can sometimes feel a little 
off. | Know you should have a level 
of respect for important “don’t 

get hit by this” abilities, but I’ve 
always lived life a little on the edge 
and I’ve never felt more punished 
than with this fight. Barrage has 

a deceptively large cone near the 
farther end and It can be tricky to 
get a feel for where exactly you can 
stand, you'll be better off taking a 
longer walk. In this same vein of 
thought, Blitz’s hitbox almost feels 
blatantly wrong; you can see where 
the boss is going, know the angle, 
and know the how big the boss it, 
but when Blitz goes off and you're 


within spitting distance of the boss, 


you will be hit. This may just be a 
caster’s complaints, but | do enjoy 
being able to know, with certainty, 
how little | can move. Also, the fire 
bouncing feels weird during Pound, 


but what are you going to do. 


Good: 

e Boss model is fantastic. 

e Fight Is visually appealing. 

e Well-paced with enough to do 
without feeling overwhelmed. 

e Looks like Samus. 

Bad: 

e Hitboxes feel strange; you 
can never be too safe. 

e The fire movement 
during Pound can be 


surprising, In a bad way. 
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KORMROK 
The Good: As cliché as they 


might be, | really am a sucker for 
three phase fights. Sure there's 
something to be said about juggling 
mechanics around like a particularly 
gifted octopus, but | just love having 


set chunks of mechanics that you 


need to really nail for as smooth of a 
transition as possible (I’m looking at 
you rather scornfully, Archimonde). 
As a raid leader, | enjoy punishing 
people by making them chase the 
runes around, so this fight can be a 
great stress reliever. There’s also no 


small satisfaction in being a Balance 
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Druid and padding your numbers 
when cleaving the Grasping Hands. 
The Bad: The fight doesn’t feel 
very dedicated to punishing you 
for messing up. Sure, you may die 
from running into too many runes 
without being healed, but other than 
that it can be very hard to die. While 
the orange and green (Empowered 
Runes and Grasp) pools have an 
element of “you can wipe if you mess 
this up”, the slimes from the purple 
pool are hardly threatening and the 
fight may as well just end when you 
reach it with the red and green out of 
the way. Also, there’s what feels like 
more trash heading to this boss then 
there is in the rest of the dungeons. 


It just seems to go on forever. 


Good: 
e Solid Three-phase fight 
with natural progression. 
e Great for punishing 
mouthy DPS when 
you re the raid leader. 
e Great for padding the numbers 
when you're a Balance Druid. 
Bad: 
e The fight doesn’t really punish 
handling mechanics poorly. 
e The purple pool might 
as well not exist for how 
threatening it Is. 


e Lots of trash. 
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HELLFIRE HIGH COUNCIL 

The Good: This fight drops such 
an amazing Balance Druid trinket 
I'm physically compelled to mention 
it in this article. | promise I’m not 
just grasping for anything notable. 
The concept of a council fight where 
the main goal is a single target burn 


is a nice change of pace and it’s fun 


seeing who'll get focused by Gurtogg 


and fly ahead on the damage 
meters. Other that, though, this 
fight doesn’t really stand out to me. 

The Bad: As | mentioned above, 
nothing really stands out to me 
about this fight; even when it’s 
current content | tend to just forget 
about it. It’s not an un-fun fight, 
but there’s nothing interesting 
enough about it that Ill remember 
it in the future. | also find the 


“ghosts” that appear during Dia’s 


dark phase unusually hard to 
watch for; even with the camera 
zoomed all the way out | don’t tend 
to see the ones farther away until 


they're zooming towards me. 


Good: 


e Great Balance Druid trinket. 


e Slightly different council fight. 


e Small amount of fun 
randomness. 

Bad: 

e Forgettable, nothing really 
impressive or different. 

¢ “Ghosts” start off so far 
away it’s easy to have 


one off camera. 
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KILROGG DEADEYE 

The Good: We're finally getting 
to take down the final Warlord we 
were promised a confrontation 
with, even if isn't the one we may 
have wanted to fight last. The fight 
has an interesting take on what 
Kilrogg would be capable of and | 
was pleasantly surprised with his 
mechanics over all, the Vision of 
Death mechanic being of special 
note. The brief dialogue with 
Khadgar when you're sent into 
the “future” is an incredibly cool 
moment and gives an interesting 
feel of “we're actually doomed, 
but let’s make them work for 
it”, something | didn’t know | 
wanted until | had it. We also 
get to see what became of Ariok 
and it’s nice to have something 
resembling a happy ending for 
one of the many side characters 
we first entered the portal with. 

The Bad: The fight can be very 
punishing if you have a lot of melee 
and very few ranged; you'll have 
to carefully balance damage on 
the boss with adds [additional 
monsters) going down, so it can 
vary in difficulty drastically with 
your group setup. The timing of 


Visions of Death and Heartseeker 


can be an annoyance, but only really 


an annoyance and | can’t help but 


wish the other Warlords had fights 


half as interesting as Kilrogg’s. 


Good: 

e Taking down the final 
Warlord is exciting! 

e Kilrogg’s abilities are 
an interesting take 
on his character. 

e The battle against the 
Legion with Khadgar is a 


very, very cool moment. 
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Ariok is back! Finally get to 
see another face from when 


we first stormed the portal. 


Bad: 


Gets a lot harder the 
fewer ranged you have. 
Visions of Death and 
Heartseeker can be 
annoyingly close together. 
Kilrogg has the best fight 
of all the Warlords, which 
is kind of disappointing. 
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damage, or healing, to the adds 
is rewarding and allows individual 
players to make large contributions 
to making the fight smoother. 

The Bad: As | mentioned above, 
| felt this fight could have been 
more interesting than what we got 
if | wasn't so sure the player base 
would have a fit over seeing Garrosh 
again. One of the best connections 
| felt could have been made would 
have been Gul'dan’s creation of the 
Death Knights; fusing the souls of 
powerful Warlocks with the bodies 
of fallen knights into bringers of 
death and destruction with Teron’gor 
being one of the first. We have a 
powerful Warlock and the body of 
an indisputably powerful Warrior, as 
shown by Gul'dan having retrieved 
Gorehowl... sure, it’s a little wistful, 
but | just can’t help but think of 
what this fight could have been. 


Good: 

GOREFIEND form of Death Knight with Teron’gor e Interesting seeing a new 

The Good: If you love the color at the helm, | can see why Blizzard take on Teron’gor’s story. 
blue then you may end up with a new would have been hesitant to do so. e Interesting take on “dying’ 
favorite boss! Gorefiend has always Gorefiend voice is ominous, but not during the boss fight as 
been an interesting character, so it’s grating, and the concept of “dying” a means to an end. 
really interesting to see a different during a boss fight to do battle as e Helps individual players feel 
take on what his hunger for power a spirit, against spirits, is actually their contribution to the raid. 
would turn him into. While | was really fun. Being transported into Bad: 
hoping we may have seen a former the stomach of the beast and e Could have been so, 
Warchief returned, in body, as some helping your raid by doing as much so much more. 


The GameOn Magazine 


SHADOW-LORD ISKAR 

The Good: As a somewhat 
obvious lover of birds | wasn’t able 
to avoid falling in love with the 
Arakkoa. Any new piece of lore for 
them is, to me, a win. They're a race 
that, as long as we've known them, 
we've learned so little about, so 
while it offers little, it’s always nice 
to see more. Another fantastic detail 
is that, as a master of illusions, the 
fight may not be entirely as it seems 
and it’s an incredibly cool feature to 


see the 


world change when you hold the 
Eye of Anzu. On that note, while it 
may be frustrating at first once you 
get the hang of throwing the Eye 
around it becomes an incredibly 
satisfying game of hot potato 

and is avery fun mechanic. 

The Bad: The change in difficulty 
from normal to heroic can be very 
shocking. You'll go from having no 
idea what the Focused Blast ability 
does to instantly wiping to during 
the transition phases and the new 

importance of keeping the room 
clear of fire will be an eye 


opener. Unfortunately 


in a tier where 
“boss with an 
add phase” is 
probably the least 


common thing 


for this fight, it’s stuck 
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you Can imagine and it feels 


a little lost in the ocean. 


Good: 


Has Arakkoa in it and 

| love those guys. 

You should too. 

Seeing the real world 
and seeing the world of 
illusions Is an amazing 
addition to the fight. 

The Eye toss mechanic Is 
fun and satisfying when 


your group handles it well. 


Bad: 


Difficulty jump is higher than 
you'd expect and doesn’t come 
from where you'd expect it. 
“Just another” boss fight with 
adds in it. An interesting fight 


lost in the shadow of its tier. 
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SOCRETHAR THE ETERNAL 
The Good: The room of this 
fight and the one following it are 
amazing to look at; I’m a sucker for 
architecture and I’ve really enjoyed 
the look of Hellfire Citadel during 
this patch. It’s also nice to see a 
character come back to leave a 
second mark on the story. Some 
people may go on and on about “X 
was just a setback!”, but characters 
from previous chapters do tend to 
carry through and | enjoy seeing it. 
The Soulbound Construct uses my 
favorite model of the expansion and 
watching your main tank piloting it to 
further the fight, while very Putricide 
inspired, is new enough that | can't 
help but appreciate the tanks having 
a chance to do something different. 
The Bad: Unfortunately, it is 
“just another” add fight where's 
there’s adds to handle and a boss 
otherwise. It really is a shame that 
there's just So many In a row after 
Blackrock Foundry has a solid 
mix of fight mechanics. If Hellfire 
Citadel has anything holding it 
back it’s an overabundance of 
fights revolving around handling 
adds. On this subject, the abilities 
of the Soulbound Construct have 
been so Inconsistent that you ll 
never know how well your strategy 


will work from week to week; 


The GameOn Magazine 


sometimes a trap will capture 

all the ghosts and you can ignore 
them with proper positioning 

and sometimes they'll ignore the 
traps and beeline it straight to 
your melee. To say It’s frustrating 
is an understatement and it’s left 


a very sour taste in my mouth. 


Good: 
e Always nice to see a previously 


established character used 


instead of “forgotten”. 


e Nice change of pace 
for your tanks. 

e Breaks up some of 
the monotony. 

e Construct has an 
amazing model. 

e Room looks nice. 

Bad: 

e ‘Just another” add fight in 
an ocean of add fights. 

e Soulbound Construct’s 
abilities seem to work 


differently every week. 


TYRANT VELHARI 
The Good: While this boss does 


have adds, it’s primary focus Is on 
doing the mechanics properly and 
having smooth transitions between 
phases. This alone makes this a 
more enjoyable fight in retrospect. 
As | mentioned in the Kormrok 
section, | really enjoy phases for 
fights; they allow you to focus on 
what needs improving and gives 
you a clear concept of progression. 
While managing a mechanic is 
important, I'd rather handle it very 
well before shifting on to something 
new to handle, not just continue 


handling it until the fight ends. This 


fight also doesn’t mind punishing 
you; If you stand in something 
you ll die and maybe even take 
out some other people with you, 
SO positioning and understanding 
what's happening is important. 
The Bad: As another throwback 
to Kormrok, this boss is absolutely 
swamped with trash. It’s 
everywhere: in the hallways, in 
the boss room, in your hair. They 
even resurrect some of the trash 
so you can do It again! It’s actually 
kind of maddening. One small 
additional note is that this fight, 
more than almost any other, can be 


trivialized by gear since it’s based 
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on dealing with the mechanics 


present only during their phases. 


Good: 

e Avery solid mechanic 
based fight. 

e Clear indication of 
progress via phases. 

e Nota dedicated add fight. 

e Punishes poor play and 
poor understanding 
of the mechanics. 

Bad: 

e More trash In one sitting 
than should be allowed. 


e Trivialized by gear. 
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FEL LORD ZAKUUN 
The Good: We managed to 


continue our break away from add 
management to focus on another 
mechanic fight! Yay! I'll admit I’m 
probably harping on about this 

a little more than is necessary, 
but when you sit and think about 


what you enjoyed about a fight 
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and always come to “Well, there 
adds in this one again. Do | like 
how they’re used or how’, it can 
get a little old. But, mechanics 
wise, | really enjoy the thought of 
“protecting” an object within the 
room, literally blocking it from 
harm with our bodies. Protecting 


what few crystals you allow to 


spawn from abilities spawned 
from the boss and other players Is 
an interesting idea that I’ve really 
enjoyed the application of. The fight, 
as a whole, just feels very different. 
The Bad: While | applaud how 
different the fight feels, there are a 
lot of mechanics that people need to 
be at least somewhat aware of. This 
is only a downside to someone In my 
position of teaching what may be a 
group of hyper-intelligent pigeons. 
That aside, my largest complaint is 
that death can be incredibly sudden 
for tanks during the Disarmed 
and Enraged phases, the burst 
comes on so suddenly it can really 


catch your healers off-guard. 


Good: 

e Lots of interesting 
ideas in a single fight. 

Feels very different. 

e Love the concept of “body 
blocking” abilities to protect 
important objects (the pillars). 

Bad: 

e Requires a broader 
understanding of the 
mechanics than some of the 
other fights. Lazy raiders 
will never grasp It entirely. 

e Death can come very suddenly 
if you're not watching the boss’ 


health. High risk of tank death. 


XHULHORAC 

The Good: While it may be an 
add fight, | absolutely adore how 
managing your space within the 
room was handled. While trying 
to work around there being fire 
covering the entire room is nothing 
new to someone that worked on 
Mythic Siegecrafter Blackfuse, the 
idea of using different types of fire to 
create controlled explosions that'll 
blast all the fire away is very neat 
and incredibly fun to play with. It’s 
very satisfying having a control of 


your domain and gives me ideas for 


future fights where you change the 
terrain you're on to suit your needs. 

The Bad: While it starts off with 
you trying to maintain a balance 
between add control, boss health, 
and amount of floor covered in fire, 
it just devolves into a “rush to kill the 
boss as quickly as possible before 
we die” style of fight, which Is fine in 
some ways. It really fits the overall 
theme of the encounter and the 
boss itself, in some ways it just ruins 
the buzz | get from orchestrating 


a lovely patch of not fire. 
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Good: 


Controlling the environment 
of the room Is a very 
interesting feeling. 

While being surrounded 

by fire is nothing new, the 
option of controlling it brings 


out a lot of inspiration. 


Bad: 


Quickly devolves into a “shut 
up and burn!’ style encounter. 
This fits the motif, but 

seems at odds with carefully 
controlling the fire in the 


early portions of the fight. 
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MANNOROTH 

The Good: This fight, and 
Archimonde after, both have the 
feeling of a large scale fight, 
something on a larger scale than 
some of the other encounters, even 
if it’s not literally larger in scale. 
Starting with the summoners and 
their demons before moving to 
Mannoroth only to fight him as more 
and more energy Is funneled into 
him really provides some scale to 
the fight, like we're actually fighting 
something big, a colossus. Again 
we re dealing with individual phases, 
giving you a clear idea of how far 
you've come and letting you focus 
on what you need to work on. 

Unlike other phase based 
fights, however, each phase is 
based around improvements of 


his previous abilities; we're not 
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fighting a behemoth starting with 
everything he had and slowly 
growing more desperate, but with 
an actual monster slowly being 
recharged to his full potential, with 
two new abilities added in, just to 
keep things flavorful. This fight 
is very satisfying to work through 
with a lot of “Aah!” moments when 
you get through a phase faster and 
cleaner than the time before with 
a steady ramp up in difficulty that 
feels very natural with no large 
spike in what you're watching for. 
The Bad: While it moving from 
phase to phase feels very smooth, 
like the boss is a large battery 
slowly being recharged, it can lead 


to the entire fight feeling “samey” 


right up until the end. Phase 2 
isn't too different from Phase 3, 


etc. etc. so you'll end up on 


auto-pilot until the fight has fully 


ramped and you'll need to more 


carefully watch what you're doing. 


Good: 


Feels huge; you're 

fighting something 

larger than yourself. 

Scales from beginning 

to end very smoothly. 

Let’s you see which 
mechanics are causing the 
most trouble for your team as 


they become more powerful. 


Bad: 


The scale from beginning 
to end is almost too 


smooth leaving some 


phases to feel almost exactly 
the same as the last. 

e Can just auto-pilot through the 
beginning of the fight. 


ARCHIMONDE 

| have to take a moment from 
the regularly scheduled “The Good 
and The Bad’ to disclose that, as of 
the time this Is being written, | have 
not killed Archimonde. We've had 
two 10% encounters, meaning I’ve 
seen the fight, but this is something 
| feel you should know before 
hearing my opinions on the fight. 

The Good: This is a fight that will 
really test your limits as a raider. 
While each individual mechanic isn't 
hard to understand they fit together 
in such a way they all feel harder 
because of It. It'll test your team’s 
coordination, how well they follow 
directions, their understanding of 
the mechanics, and the positioning 
of both the group and individuals 
singled out by mechanics. 

The fight ramps up so suddenly 
at the end that you feel like you're 
ona completely different boss and 
you need to consistently execute 
mechanics throughout the fight 
to ensure that your raids stays 
healthy for the later phases. 

The Bad: The fight can take 


somewhere around forever to get 


anywhere through. In some ways 
it reminds me of Heroic Ragnaros; 
you need to learn the mechanics 
in Phase 4, but it can take eight 
minutes to get there before you 
can begin practicing It again. This 
means that if you want to get better 
at the 40% and below mechanics 
of the fight you'll need to work your 
way up to it every time; this may 
just sound like obvious whining, 
but sometimes a longer fight isn't 
always better when you're trying to 
learn the feel of a new mechanic. 
I'm also not particularly a fan of 
how the fire moves when a pillar 
pops up in the earlier phases. 
You'd expect it to all be pushed 
away instantly, but it seems to just 
slowly glide away from the pillars 
until it’s not on any other fire which 
can leads to moments where 
it feels like the fire is following 


you as you try and run from it. 


Good: 

e Really demanding fight, will 
keep you on your toes. 

e Will test how well your 
raids handles mechanics 
and positioning. 

e Mechanics work very well 
together to make them 
harder than they appear. 


e Requires solid coordination. 
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Bad: 

e Fight can last too long, 
especially in Phase 1 and 2. 

e Can be hard to learn the later 
mechanics when they're so 
different from everything else. 

e Fire seems to move oddly 
when a pillar pops up in 


a larger patch of it. 


Keep in mind that these are all 
the opinions of on slightly jaded, 
somewhat tired Owl Man. I've 
really enjoyed raiding in Hellfire 
Citadel and Warlords as a whole; if 
there's anything Blizzard deserves 
a little credit for then it would be 
a continued A+ job at creating 
fun raiding environments. 

While | may be slightly less 
than enthusiastic about each 
fight, it’s hard to portray a general 
enjoyment when there's nothing in 
particular that stands out to you. 
| don’t hate doing High Council, 
for example, there’s just nothing 


about it that stands out to me. 


If nothing else | hope | may 
have changed your view on some 
of the fights, | know, that over the 
course of writing this I’ve had my 
view of some fights changed just 


by seeing them in a different light. 


By John M. Miller 


The GameOn Magazine 


52 // World of Warcraft Community Magazine 


never wanted to level a Rogue. 

My heart always belonged to 

the idea of a Warlock even 
when | played a Priest. However, 
when the Insane achievement came 
around, | had to bite the bullet. It 
was make friends with a Rogue, or 
level one. Luckily, | had a Rogue 
friend to help. He was someone 
from my guild who was the PvP 
Officer at the time, and someone 


who | spent time roleplaying with. 


When | had moved onto leading 
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WANT TO 


another guild that would become 
one 25 man team and three 10 man 
teams with extras he came to help 
fill our 25 man teams until it grew 
so large that It was like trying to lead 
a pack of wild horses on your own. 


(Another story for another day.] 


We raided together. We roleplayed 
sometimes. He would talk about 
stories of PvP with me. But he also 
was my arenas partner. Sundays, 


which was the day that | didn’t have 


#RAVENHOLDTORRIOT | DONT 


By Ashleigh Ayn Sult 


to raid or work, was a relaxing 

day of him slipping in and out of 
character as we wandered around 
the Underbelly while waiting for 
our 2s to pop for about 2 hours. We 


weren't the best, but it was fun. 


So, when the Insane achievement 
came out, we both wanted it. We 
helped each other kill the Goblins 
in Booty Bay, we helped each other 
gain reputation with Ravenholdt 


until Revered. And then came the 


lockboxes. | had a Scribe, he didn't. 
He was a Rogue, | didn’t really 

do alts. So he offered to help me 
get lockboxes. He left the game, 
and | didn’t hear from him for a 
long time, so | wound up leveling 

a Rogue. Not just any Rogue, 

but a Rogue that was distinctly a 
variation of my main. | got every 
single lockbox | needed within a 


month without leveling her past 50. 


Getting the Insane was a sweet 
victory, but | crossed the finish line 
without help. He came back, but 
long after my Rogue had crossed 
into Wrath content and was Lurking 


around the Underbelly herself. 


So when Blizzard announced that 
the Rogues would get their own 
club in the Underbelly or Sewers of 
Dalaran | was excited. Dalaran is just 
a cool city, and giving certain classes 
their own little spots, such as Mages 
and Rogues, within it makes sense 


and seems really cool...to me. 


Why? Rogues are tacticians. They 
would want to be close, not all the 
way back in the Eastern Kingdoms 
rallying their forces. There’s action 
to be had. Plus down there is a 


small black market. During the 
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quest for the Battered Hilt, you go 


down there to kill a Sunreaver Agent 
if you're Alliance. There’s also a guy 
who will sell you a floating skull as 
a pet down there, because that’s 
completely 100% allowed within 
Dalaran. There's a guy who just 
deals in potions in the little black 
market, and a Goblin who seems 


to be surrounded by Rogue armor. 


Then there's the area where we 
all waited for duels and bought our 
PvP armor. There's tons of little 
houses and ways In and out. Even 
windows inside of the inn to sneak 
out of, boats and water to swim in 
if you really must, and the tunnel 
that leads you straight out of the 
city. A Rogue always has multiple 


ways to escape. Sneaky, sneaky. 
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But the best part? The name of 
the Inn down there. Cantrips and 
Crows. Crows are known for being 
very smart birds. They're playful, 
they'll steal things and play with 
them, learn new tricks and even 
mimic human behaviors. But what 
is a Cantrip? “A mischievous or 
playful act; a trick.” A bar for for 
Rogues where most others might 
not go. Having a hidden club down 
there would make perfect sense. 
It’s also likely a reference to the 


Dungeons and Dragon's Cantrips. 


Ravenholdt however, is where 
many Rogues started in Vanilla. The 
tiny secret manor with a Batman 
element was where Rogues learned 
how to make their Thistle Tea, 
detect traps, even pick pockets. 


The junkboxes for the Insane that 


| mentioned? Yet another class 
quest. In fact, you could only become 
exalted with Ravenholdt if you were 
a Rogue, or a Rogue was willing 

to give them to you. Even for the 
Rogues of Cataclysm who did get 
their Fangs of the Father daggers, 
the tiny secret manor took them on 


a legendary journey just for them. 


For many players, they want a 
class hall rich with character and 
class lore. Rogues are no different. If 
long term players, especially those 
who have been playing since Vanilla, 
were placed as the leader of the 
Rogues and In charge of Ravenholdt 
ina class hall, it would feel like 
the ultimate of achievements in 
an RPG setting. Student becomes 
accomplished hero. Hero becomes 


the leader to carry on the tradition. 


It’s also about image, some 
people like to imagine Rogues 
as being dirty, or sneaky. But the 
sewers brings up the image of 
poop, filth, and seedy dealings. 
Even worse, the class hall for the 
Mages hasn't been mentioned yet, 
but many of us suspect that they 
will be in Dalaran. That means that 
the Mages have been physically 
placed above Rogues. Now our 


Heros who are trusted assassins 


aren't there to aid and assist the 
best of the best. They're there 
to take your purse if you take a 


wrong turn, or steal your kidneys. 


But there’s also a lore issue with 
Ravenholdt. While doing the very 
last quest Patricide, Ravenholdt is 
very much so on fire. Meaning that, 
your super secret location is very 
much so damaged. Now, the Rogues 
could make the repairs themselves, 
or they could hire people to do 
so. It could be an amazing story 
of how you become the leader of 
the Rogue's class order. However, 
if they hire people to make the 
repairs, then that exposes their 
location. Maybe they kill them once 
the work is done, but some Rogues 


don’t all align that way. Some have 


suggested that the class artifact 
quests start at Ravenholdt and lead 
elsewhere. Others have suggested 
that there's simply a trap door. 
Historically however, the characters 
in lore have rebuilt in other times 
when things have been on fire. (Hey 


Devs, about the Stormwind Park...] 


What's ironic is that | love the 
old location and | also loved getting 
my Ravenholdt rep, but | also 
loved the secretive feeling of the 
Underbelly. It has that hustle and 
bustle of the feeling of what people 
don't know. It made me level a 
rogue and love the class, but it’s 
what made me level a Rogue and 
it’s my story coming full circle, no 
one else's. And really, | don’t think 


there would be a riot if they had said 
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cool top secret spy location in the 


Underbelly, but they did say sewer. 


Either way, with the waves of 
negativity that have come from the 
community, rioting over anything 
isn't the right. Giving feedback 
in a reasonable way will reach a 
developer's ears faster than anger. 
| had the best of experiences in the 
Underbelly that lead to a Rogue that 
| enjoy as my primary alt. However, 
there are many Rogue mains who 
have positive experiences and 
special memories with their class 
quests that tie back to the old 
mansion, and If we sort through the 
negative tag of #RavenholdorRiot 


we could find that to many 


rogues: #RavenholdtlsHome. 


By Ashleigh Ayn Sult 
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PARENTING IN AN 
NLINE WORLD 


ell the user 

agreement says 

age 13, but dol 
really want to let my child play an 
MMORPG like World of Warcraft? 
All the stereotypes that the game 
has, that gaming In general has, 
they aren't great. Let me list them 
for you: unhealthy eating habits, 
living in their parents basement 
until they are 40, poor health, lack of 
exercise, obesity, addiction, loss of 
jobs and dropping out of school. I’m 


here to advocate, advocate for WoW, 


for gamers and for the children 
in a generation of media galore 
that Is at their fingertips, whether 


you want them to see it or not. 


I'm a WoW mom: I’m a gamer 
mom. | game, my husband games, 
my children game, and this Is 
reality in our day in age. You have to 
learn to cope, you have to learn to 
adjust your parenting to deal with 
the mass input of available media 
that is thrown at your children. You 


have to KNOW what tools you have 


By Leanne Dugan 


to protect them and realistically 
not to piss off the adult population 


of the gaming community. 


How do you do this? Rules. Your 
children need to respect you, and 
you have to enforce and set up the 
boundaries in their worlds. Don't 
hide them from the online world, 
they are going to find it whether you 
want them to or not. | have been 
frowned upon for letting my children 
game at a young age, | always snap 


back with the same remark, “My 
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children know online safety, they 
know what is dangerous, they know 
when to be worried, they know 

how to interact in a world where 
anyone can be whoever they want 
to be. I've seen them practice it, I’ve 
prepped them for a time where they 
are vulnerable. | taught them. Not 
their friends and not their curiosity. 
| did and | can trust them as they 
grow up into years where they don't 
want to listen to me. They will have 
it engrained in their heads by then. 
Can you say the same?” 99.7% of 
the time | get a blank look anda 
back to my face. | am proud of my 
children and | want you to feel the 
same way about the internet and 


the gaming world with yours. 


Here Is what | can offer you 


to make sure this happens. 


THOROUGHLY RESEARCH 
EVERYTHING. EVERYTHING. 
Your kids are smart: if they come 
to you and ask to play something, 
they know a lot about It already. 
Now it’s your turn. Go the game's 
website. Check out all the parental 
controls. Read forums; search about 
graphic visualizations, types of 
interactions, time limitations, chat 
options, what you can disable, these 


are all important things. Check the 
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age ratings, you know your own 


child, are they mature enough to 
understand this specific type of 
fictional reality? Don’t make your 
opinion because you are scared, 
make it based on your child. Are 


they ready for that type of game? 


Blizzard has excellent options for 
these, they have an entire parental 
control option on the account page. 
It can limit Real ID (chat function), it 
can monitor time logged In, and you 
can set up their account so that they 
have as limited options as possible. 
That's just what is outside of the 
game. In the game, you can turn on 
and off chat channels, personally | 
make my kids turn off Trade Chat. 
You can block guild invites and 


trading, you can basically seclude 
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them in the world of Azeroth. Then 
you have to set real rules, what do 
you want your children participating 
in? Raiding? PvP? These are big 
parts of WoW, but they are full of a 
lot of adults who don't always take 
kindly to children. My rules are, no 
guilds outside of my own or ones | 
have said okay to [this means | have 
talked to the guild master, ensured 
they are aware that this is a minor's 
account, found out about the type 

of content and talk that goes on in 
the guild}. No raiding outside of LFR 
and when in LFR you are to fight 
and leave, no talking, no asking 
questions that aren't relevant to 

the fight and no replying to anyone 
else's idiocy. PvP, sure go ahead and 
do random battlegrounds, but no 


RBG’s, definitely no YOLO crap and 


no arenas; you play respectfully and 
do not smack talk or reply to smack 
talk. But, how do you know they are 
going to abide by your rules? Watch 
them. My kids’ computer is in the 
middle of the main floor, visible by 
the kitchen, the dining room and the 
living room. | know what they are 
doing and they know | do. If you are 
cutting the apron strings, take the 
computer and put it where you can 


monitor them. Learn to trust them. 


The last part of researching the 
online world is learning the lingo. 
Sure you may know the basics, 
but do you know it all. Go hunt 
around the online dictionaries, 
parents worldwide have started to 
build databases, there is even an 


online dictionary for slang. Learn 


how they talk so when you look 
over their shoulder you know just 
what they are saying, code or not. 
Do this sooner than L8r (which 


| refer to as speaking Bingo). 


STRANGER DANGER 

Now | know you have given 
your child the stranger danger 
talk, we all have a million times 
and a million more. But this is a 
different type of stranger danger. 
Anyone online can be anyone else. 
You need to make sure that they 
understand this. People will make 
them feel nice and happy and give 
them attention and they may falter. 
If you see them talking to someone, 
ask them who, not WHO ARE YOU 
TALKING TO! But calmly, ‘Is that a 
new friend?’ ‘What do they like to do 
in that game?’ ‘How did you meet 
them?’. There are many ways to pry. 
Be sneaky. If you're calm, they will 
likely answer calmly; if they don't, 
then be worried. Lastly, protect 
other people's children, part of 
online stranger danger is teaching 
your kids that they could be seen as 
dangerous to others too. Remind 
them that if they are going to ask 
someone a question, Is it something 
they would be okay with giving an 
answer to? Make them think. Are 


you allowed to answer that kind of 


question, would you be scared or 
worried If someone asked you that? 
Let them know what is okay to give 
as areply to questions that they are 
going to be asked. | mean, come on, 
you remember junior high and high 
school? Don’t be naive. Country Is 
pretty vague, even state or province, 
but city - no. School name or grade 
- no. Age - hell no. Give them what 
to say. | tell my children when 
someone asks you something and 
you know you aren't supposed to 
give out that information you Say, 
“I’m sorry | don’t give out that kind 
of information”. Give them the 


tools and then watch them use it. 


HEALTHY CHOICES 

A large part of the negative 
stereotypical connotation with 
gaming is the unhealthy lifestyle 


that comes with it. Here is where 
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it gets hard and! am going to 

make you, the parent, accountable. 
Food, this is on you. You give them 
money, you buy the groceries and 
you offer them snacks. So, don’t 
buy junk! Make snack foods that 
are available for them to munch on 
during screen time healthy ones. 
Crackers, veggies, fruit, these 

are all options. Don’t buy pop, or 
hide it. Get them reusable water 
bottles or juice boxes that aren't 

all artificial and let them see that 

a healthy snack time is viable and 
good for munching while gaming. 
Exercise, again this is on you. Go 
out, do family stuff. Go to the pool, 
go to the park or take an adventure. 
You aren't going to get your tween/ 
teen out of the house very often 
unless they are avid into a sport and 
have regular games/practices. Find 


different ways to make exercise 
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happen. Walking around a mall for 
an hour is still walking for an hour. 
And unless obesity is an issue, which 
you should be seeing a doctor about, 
don’t yank your hair out, your child 

is as stubborn as you were. Lastly 
healthy prioritization, this is on you 
to teach and pray that as an adult 
they do okay. Don't say they only get 
an hour of screen time a day, that’s 
not gonna fly. Give them a list, this 

is what | expect you are to do each 
day and when you have time after or 
inbetween, then you can have screen 
time, no limits. This includes chores, 
homework, classes, mealtimes, 
extracurriculars and family events. 
Teach them to prioritize with 


minimal boundaries and they will 
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respond to it because you are 


treating them with a level of respect. 


INTEGRATION IN 
BOTH WORLDS 

Socialization, while learning 
how to socialize on the internet 
is important, so is learning how 
to socialize in the real world. 
They are two very different types 
of participating in human life 
and balance between them is 
important. So let them explore 
the online world as well as the 
outside world. Online socialization 
provides means for exploration of 
one’s internal self, it gives you the 
ability to be bolder, to be louder 


and to find traits within themselves 


they might hide because of social 


pressure or fear of judgment. 
Outside world socialization teaches 
societal standards, body language 
perceptions, face to face interactions 
and how to interact within their 
countries social norms. Both of 
these types of socialization are 
extremely important in a child's 
learning In our current technological 
age. Our children have the ability to 
learn as they grow, with us guiding 
them in both segments, something 
not all adults had in their youth. 
Some great ways in communities 

to get your kids involved in outside 
world interactions are sporting 

or house league teams, various 


versions of scouting and interactive 


summer or holiday break camps. 
There are hundreds of options for 
all of these things, don't place on 
your child your desires for them, 
but find socialization programs that 
peak their interests. So they don't 
like sports, find a robotics camp. 
They don’t like outdoors, so find 
indoor programs. Your children 
flourish best when they aren’t just 
trying to make you happy or doing 
what you say to. Give them options 
that you are think are reasonable 
for your budget and sanity, and 

let them choose. Teach them in 
balance and they will thrive in both 
the online anonymous world and 


the one outside their front door. 


HOOKED FOR LIFE 
The last thing | want to touch 


on Is addiction. WoW is addicting, 
yes. Gaming Is addictive. Do not 
stereotype one game, when it is all 
games. Just like any other addiction, 
gaming can tear people down to 
nothing. So keep your children built 
up. Remind them how smart they 
are or how much of a good heart 
they have. Find the little ways to 
throw compliments at them so 

the cruel world of an MMORPG 
doesn't get to them. Sticks and 
stones may break my bones, but 
words, words really hurt; and online, 
words are everything. Let’s face 

it, people are mean. Especially 


people who can be anonymous, | 
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here refer to the Greater Internet 
F**kwad Theory. Google it. I’m sure 
you can fill in the blanks /wink. 
Those people, they will get to your 
child's spirit. So keep letting them 


know just who they really are. 


Give your children the tools to 
succeed in a world centered around 
technology and let them get their 
own wings. It’s hard. | know. If 
they fail, let them learn. You had 
to learn. When they succeed, you 
smile because you gave them 
toolkit to survive in a different type 


of world that we didn’t grow up in. 


Good luck out there! 


By Leanne Dugan 
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ALTERNATIVE CHATS 
WARCRAFT MEME CONTEST 


Alternative Chat, Twitter fiend (dalternativechat, blogger, podcaster found at www.alternative-blog.net and creator 
of this summer’s Warcraft Meme Contest! This past July, this contest was created and brought us some hilarious and 
some alltoo real images created by the Warcraft community. They made us laugh, they made us giggle, some even made 
you think god damn, that is just way too true to be a meme, feel the pain! Yet, despite how many amazing meme’s were 
created there could only be one winner. The top 5 were chosen by Pherian and then put on a open poll to be decided upon 


the ultimate Warcraft meme. 
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AFTER HEALING LER ON MONDAY 


WINNER: @FEAVEREDFILMS 
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RUNNER: UPS 
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HEROES OF THE STORM IN THE 
GREAT BIG INTERWEBS 


recently went hunting on what to write about 
this issue in regards to HoTS. As I’m flipping 
through page after page after page | realized, 


you know, the interwebtubes is too goddamned big. 


How is anyone supposed to know where to go? | 

mean yeah, Google is flipping awesome, but even 
my Google-fu can fail me somedays. So | decided 
that | was going to create an awesome list for you 


guys: where to go for what you want to know. 


By WoW Mag Staff 


Fan Art and Awesome Cosplay 


www.facebook.com/BlizzHeroes 


Builds and Blue Trackers 


www.heroesnexus.com 


Guides and Calculators 


www.heroesfire.com 
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Up-to-date Info on all things Official 


twitter.com/blizzheroes 


Competition Information 


eslgaming.com/heroesofthestorm 


Analysis of Gameplay and Statistics 
www.hotslogs.com/Default 


www.hero.gg 


Everything Else Imaginable 

heroesofthestorm.gamepedia.com/ 
Heroes_of_the_Storm_Wiki 

www.reddit.com/r/heroesofthestorm 


www.gosugamers.net/heroesofthestorm 


Podcasts 

Stormcast (d stormcastshow.spazbotstudios.com 

Into the Nexus (@ www.stitcher. 
com/podcast/into-the-nexus 

HoTSCast (d hotscast.twistednether.net 

Townhall (a Townhallshow.wordpress.com 


Lords of the Storm (d lordsofthestorm.libsyn.co 


Youtube Channels 

Squadron (a www.youtube.com/user/Games 

KhaldorTV (a www.youtube.com/channel/ 
UChC7z04y0QPXax65t1W411Q 

MFPallyTime (a www.youtube.com/user/MFPallytime 

Heroes Forecast (@ www.youtube.com/ 


channel/UCjJQNHIWpES4ALIQ1i4iIklw 


Twitch Streamers 

DunkTrain (@ www.twitch.tv/dunktrain 
RathofKelly (@ www.twitch.tv/rathofkelly 
Glaurung (a www.twitch.tv/glaurungtv 


Kiye (@ www.twitch.tv/kiyeberries 


While there are hundreds of sites out there, these ones 
have some great info for you to choose from. So don't 
get lost trying to Google-fu your way through everything 
out there, we did it for you. See you in the Nexus! 


By WoW Mag Staff 
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FIRESIDE GATHERINGS 
HEARTHSTONE ADVENTURE 
IN REAL LIFE 


By WoW Mag Staff 

ver wanted to just hang and play all things Hearthstone. | host one myself? Well here 

out and play videos game These Fireside Gatherings are a is all you need to know. 

in a room with a bunch great way to meet others in your 
of a other video game nuts? Ah the community who love to play and If you arent sure how to find out 
days of LAN parties; not so common have an all around great time. if any events are being hosted in 
anymore. However, Hearthstone your own city, neighbouring cities or 
has created a similar type of event So, | Know you're asking, somewhere you plan on visiting you 
that players can attend to hang how do | find out where these can check out www.liquidhearth. 
out, chat all things Hearthstone events are being held? Or can com/gatherings/ This site has a 
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drop down menu that features many 
countries that Gatherings have 
taken place previously. So select the 
country of your choice and **poof** 
instantly a list of all the Fireside 
Gatherings that are upcoming. What 


an awesome site, thanks guys! 


You can also find out information 
from the official Blizzard page 
thread battle.net/hearthstone/ 
en/forum/topic/12504781299/ 


Now, you can absolutely host 
your own Fireside Gathering! 
Blizzard has a boat load (no Shipyard 
pun intended) of information 
for those who want to host their 
own Gatherings here battle.net/ 
hearthstone/static/images/ 
fireside-gatherings/downloads/ 
en-us/how-to-host-your-event- 
guide.pdf. This goes over everything 
you need to know, from types of 
venues to Ideas for promoting 
your event and even down to the 


nitty gritty details like food. 


Here are some key things you 

will want to remember: 

e You will need to gain 
consent from everyone who 
attends your Gathering 
for filming purposes. This 


is very important as any 


person's privacy should 
not be taken for granted. 
Don’t plan on your own. This 
is a big task! Grab some 
friends and divvy out who 
is doing what so you aren't 
overwhelmed and forget 
something important like... 
e Double check everything 
on your list. 
e Venue? Check. 
e Wifi? Check. 
e Events and/or Tournament 
Rules? Check. 
e Promoting the 
Event? Check. 
e FOOD! Check. 
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| recently was partaking in a r/ 
wow thread about snack foods 
that are better options for get- 
togethers than the typical pizza, 
pop and chips. There were some 
fantastic ideas about foods that 
were healthier, less junky, and more 
conducive to an evening of fun 
with friends than greasy old pizza. 
Be sure to look into lots of food 
and beverage options and ensure 


labelling for allergy awareness. 


Lastly, don't forget to tweet all 
about it at #FiresideGatherings. 


By WoW Mag Staff 
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THE BASTION: 


AN INSTITUTION 


By Ashleigh Ayn Sult 


nyone who opens up a 
forum can find people 
aying that they feel 
alone in the game, or that their 
guild is empty. So it’s impressive to 
find a guild that’s active, social, and 
raiding. It’s even more impressive 
when that guild crosses it’s 10 year 
Anniversary and is busy making 


plans for the next expansion. 


This expansion | went “home” 
to my Burning Crusade guild. The 
guild, like any guild many years 
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later, looks a little different and has 
some different faces and voices. 
However, for my guild, the reasons 
why it changed and stuck together 
has me thinking about the state of 
guilds in Warcraft, and why people 


join a guild in the first place. 


BUILDING A BASTION 

The Bastion was first The Bastion 
of Sanity, a full time roleplaying 
guild, on Scarlet Crusade-US. The 
Scarlet Crusade-US server first 


came online on February 23rd, 2005 


and on July 9th of the same year, the 


Bastion was formed. They did away 
with anything that was outside of the 
game entirely, never once speaking 
of anything out of character. At 

first the idea sounds strange, but 
much like we come to the game 

to enjoy RPG entertainment, the 
guild itself became an extension 


of the world we were enjoying. 


As the now guild leader 
Mograthana explained, “-| hada 


friend [...] from a previous guild who 


had a character [in the guild]. | was 
asking about her new guild and 
she tried to warn me off because it 
was a pretty crazy 100% RP guild. | 
think she was worried that | would 
find that strange, and she didn't 
want to talk about it much. I've 
always been very RP focused in 
table-top games, so it was exciting 
to hear that | could find something 
similar in WoW. | had pretty much 
given up on finding solid RP in the 


game even on an RP server.” 


Lochke echoed those feelings. 
“| thought that was terrific! At that 
point in my life, | had no desire to 
talk about the real world, so this 
was an opportunity to make friends 
based solely on the game alone. 
People in the Bastion of Sanity are 


genuinely kind, patient and tolerant.” 


Of course, Emmyn, was a major 
part of the start of the Bastion. While 
| joined shortly after she was no 
longer guild leader, and only saw 
her character once [on the guild’s 
fifth anniversary) it was easy to 
know who she was, and like her 
immediately. She’s a name that 
every single long term member 


has something good to say about. 


Agret, an officer in the guild, 
explains her start in the game: “So 
| loaded up the game and made my 
first character, an undead warlock. 
| was having fun so | called up the 
person that got me started in PC/ 
RP games to see if they might 
want to join in with me. | told her 
it seemed like a pretty neat game 
but it didn’t seem to provide “real 
RP” even though | joined on an RP 
server. That person was Emmyn, 
the guild leader of the Bastion at 
the time. She was excited to hear 
from me and play together but she 


said the “real RP” guild she ran was 


Private Mograthna 
<Bastion of Sanity> 
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on the alliance so | would need to 


make an Alliance character to join.” 


FINDING THE RIGHT PEOPLE 
The guild had an interview 
process which required meeting 
up face to face In game, and 
asking a series of questions. For 
many, including Mograthana, it 
was Emmyn who conducted their 
interview. The interview process 
required you submitted your interest 
in a letter, and also had a sponsor 
from the guild separate from the 


person conducting the interview. 


Dravinna 
<Bastion Of Sanity> 


Vag 
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The interviews made most people 
joining nervous, but as Choyo 
explains © The interview was all in 
character and lasted for at least 
an hour, probably longer. It was 
not only an interview, but potential 


members could come along to get 


an idea of what the interview process 
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was like and current members were 
there to be social. And sometimes 
random people would stumble 

upon us and either join in the role 


play or cause a little mischief.” 


Eventually, many members would 


answer that Mograthana, officers 


or Seekers did their interview. The 
Seeker's of course, being a selected 
handful of officers or member of 
the general guild who learned how 
to conduct interviews and could 
invite people. Some interviews were 
still mass gatherings in lronforge’s 
Military District like Gnosh’s: 
“Certainly, | remember a meeting 
upstairs in the Military Quarter 

Inn where | explained my need 

for a supportive structure owing 

to the stress of SI-7 work and my 
frequent undercover operations 
infiltrating the Azshara Fish Mafia 
that | wasn't at liberty to discuss.” 
or a quiet meeting of three people, 
like Cathan’s “Dravinna walked 
Mograthna over and introduced 

her. We spoke briefly and L...t] 


hen | was granted my tabard.” 


The giving of the Tabard, the 
same dark blue and gold that it 
is today, was an important part 


of making people feel included. 


RAIDING, WITH CHARACTER 
But how does a guild that 
wants to roleplay without breaking 
character raid? What do they 
raid? It turns out the answer is, 
everything, with some challenges. 
“The Bastion as a whole wasn’t a 


raiding guild, but some of us were 
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going to these raids and doing 


harder dungeons. | believe the 
evolution to raiding as a guild was 
gradual at first, and we definitely 
stumbled on several occasions” 
Choyo explains while talking about 


their experiences in raiding. 


“| could write an entire article for 
you on just this one question. The 
short answer is Yes, | have raided 
with the guild.’ “, wrote Mograthana 
on our forums, “Our first raid was 
Zul'Gurub, led by Lendys. There 
were some opinions at the time 
that it would be impossible to use 
Ventrilo or some kind of voice 
communication program and still 
be considered ‘In Character”. We 


really wanted to stress the idea 


that you should be able to play all 
aspects of the game solely using 
what the game provided you. We 
didn't take raiding seriously until 
Karazhan. We were a small guild, 
so being able to raid something with 


only 10 people was huge for us.” 


Figuring out how to tackle 
content when there was more 
than 10 people starting in Burning 
Crusade, or not enough for 20 or 
40 in Vanilla was a huge part of 
the challenge. Gnosh, who Is also 
an officer, expanded on the point 
eloquently by writing that: “Being 
a role play only guild until very 
recently presented challenges In 
addition to being on an older, lower 


population RP server. Alliances with 


like minded guilds really helped 
close the gap over the years. These 
friend guilds have fared much like 
Bastion growing and declining over 
the expansions but we owe much 
of our success to their willingness 
to join forces over the years. Many 
Bastion folks, myself included, 
often bridge multiple guilds, 
sometimes running with more than 
one character or raid group over 
the week. My thanks to The Dark 
Company, Gone Fishin, Light’s Edge, 
Knights of Ysera, Damage, Inc and 


any others | may have forgotten.” 


Of course, there were sweet 
victories to be had. Karazhan and 
Killing Prince Malchezaar was 


listed as multiple people’s favorite 
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things from Burning Crusade, and 
many have favorite memories from 
Wrath from mastering the Dance in 
Naxxramas, to Killing Sindragosa. 
In Cataclysm, people mention being 


able to kill Deathwing as a team. 


THEY’RE FRIENDS 

The guild did eventually make 
the shift away from Roleplaying 
all the time to focus in on raiding. 


When | asked one of the officers 
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about it shortly after rejoining, 
they explained that people 
started adding people on 
Facebook, and eventually 

many people were friends 

out of character by the end of 
Cataclysm. When they made the 
change in Mists of Pandaria, it made 
the shift easier, having all of the 
character's personalities become 
all of the people’s personalities. 


They even gave themselves a 


new, yet familiar, name; The Bastion. 


The guild not only raids together, 


but also leveling, achievement 
hunting, playing Diablo together, 
swapping pet battling tips, a weekly 
fishing tournament, dungeon runs, 


and everything else in between. 


The guild even achieved 
multiple Challenge Mode Golds 


together in Mists of Pandaria. 


Funnily enough, while there 
was debate about using vent 
in Vanilla, Freyanne wrote that 
“Honestly, at first | thought The 
Bastion was a bit aloof and cliquish, 
but that is only because most of 
the chatting happens in Mumble 
rather than /g! For the first time 


in my history of playing this game, 


| can log in and reliably expect for 


friends of mine to be online.” 


THE MOST IMPORTANT 
RULE, IS HAVE FUN 
Mograthana’s policy is that “The 
game isn't all about killing bosses, 
getting loot, and showing off that 
your pixels are better than everybody 
else’s pixels. It’s about fun. | like 
that we have a group of friends who 
just want to go out and have a lot of 
fun. (But winning is more fun than 


losing, so we try really hard to win.)” 


The Bastion runs a Community 
Raid event on weeknights, allowing 
guild members and friends to 


come skip the LFR experience 


and try out normals or whatever 
the guild has on farm. The guild 
has even expanded to Invite 
people from OpenRaid during the 
weeknights, allowing the guild to 
meet new faces, and new faces 
to meet the guild. They're meant 
as semi-serious but fun romps. 
Hodgdon who drops into Community 
Raids when he can explains that 
he feels the group is “Serious 
about the raid, without becoming 
pretentious about it. It is actually 


enjoyable raiding with them.” 


During the weekends however, 
the progression team Is fun with 
purpose. They're working towards 


eventually being a Mythic raid team. 
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Sylea broke down how the 
officer's approach to teaching 
affects raiding “The Bastion has 
one of the best approaches to 
raiding that | have ever been a part 
of. The leadership is patient and 
understanding as players and the 
team learn abilities and strats, for 
their own character and for the 
boss fights themselves. The way 
we approach each boss fight Is 
not a dogged following of posted 
strategies, but a blending of what 
has worked for other teams and 
what the leadership knows will 
work for the players we have on 
the team.” The best part about 
finding a strategy that works for the 


group Is that it becomes incredibly 


The GameOn Magazine 


73 


74 // World of Warcraft Community Magazine 


teachable both during the weekends 
and the weeknights, and fights are 


easier to show to new members. 


SO WHAT MAKES A 
GUILD LAST THIS LONG 
AND KEEP GOING? 


Community. 


Choyo wrote about how everyone 
comes “home” to the guild “The 


Bastion Is an institution with this 


long lasting tenet, “Everyone 


comes back to the Bastion 
eventually. Everyone”. And this 


has held true for a decade.” 


People want to come home to 


something if they feel connected. If 
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guild members will write about their 
guild (or even former guild!) that 


the reason it’s worth being in Is: 


“The people. Period. You will be 
hard pressed to find their equal 
anywhere.” Or that, “My guild 
members are my friends and | have 
known some of them long enough 
that they are like family. When 
my enthusiasm for the game has 
lagged its my friends and family 
that keeps me coming back. Even 
when we disagree we keep reaching 
to try to understand each others 


point of view. If we can’t agree 


we are able to respectfully agree 
to disagree and move forward 
without animosity.” Plus that, “| 
like that no matter our differences 
in the real world, we can come 
together and have fun in WoW!” 
“They're family. Funny, flawed, 
somewhat dysfunctional but there 
and that means so much. Over 
the years I’ve logged more time 
with this collection of avatar souls 
then | have with my colleagues 


and most of my actual family.” 


For many however, it’s that, 


“I'd like to think we don't recruit 


potential raiders/players, we 
are recruiting potential friends. 
That goes a long way to keeping 
things positive in the guild and 
that is a major point of keeping 


a guild alive and healthy.” 


Most important, and unlike 
people chatting to their empty guilds 
“For the first time in my history 
of playing this game, | can log in 
and reliably expect for friends of 
mine to be online. That is how this 


game was meant to be played.” 


By Ashleigh Ayn Sult 
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COMING 


s | sit staring out into the 

vast abyss, | dream of 

a life that | have heard 
stories of for years. One day, | will 
get to see what is outside these 
gates, | swear it. The sun shines 
brightly every morning as | climb 
out my window on the rooftop to 


stare out there... there, | dream 
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of what is out there. | only have 
moments each morning to let my 
mind wonder before the bell rings 
and | must hurry down the stairs 
through the silky, blue curtains that 


line the doorways of this great city. 


A few years ago | did not have as 


many responsibilities during the 


am | : V 


ITES 


By Leanne Dugan 


summer. | could play and wander 
around aimlessly throughout the 
many corridors. | would stare at 
the walls and the towers in the 
skyline, dreaming that | was one 

of the heroes that was proudly 
displayed. | would stand tall and 
pretend to march around; I’m 

sure | looked absolutely ridiculous 
doing so, but in my young mind, my 
dreams were bigger than the world. 
This summer is special for me, all 
those dreams | spent years upon 
years wondering about, frantically 
making plans that likely made no 


sense, they all start to come true. 


Will this be the last morning 
that | sit staring into the watery 
blue, endless ocean? | will finally 


get to see if anything actually sits 


between the blue of the ocean 

and the blue of the skyline. Their 
meeting place, something really is 
out there. | can't wait. | have to wait, 
but it pains me. | have to wait until 
my name is shouted out, bellowed 
from the rafters to join up witha 
group of hunters. This summer | 
am old enough to go see what lurks 
in the corners and to see the what 
makes the shadows fall into the 
city. This trip only comes once for 

a child before they are sent off to 
train in the battlefield. It’s a summer 
of exploration, weeks of learning 
and seeing sights we hear about 
from the old storytellers. It’s my 
only chance to take one step out of 
the front gate likely for a few more 
years. My blood rushes and my heart 
races, | can feel the wind, or at least 
imagine feeling the wind, blowing 
through my hair as | gaze upon the 
true world. Days pass, and still my 
name has not been called. Only a 
few midlings are called out each 
week. We joke that it’s because the 
hunters don't want to drag bodies 
back. Although, it has happened 
before, but | have studied enough 


to know basic safety... | hope. 


A week passes, as | drag my 
broom through the courtyard | groan 


when the bell rings. | stop and turn 
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to look at the announcer, high up in 


the rafters, my doubt of my name 
ever being called has gotten to me. 
| know | am supposed to stand tall 
and stare at him in gracious awe, 
but | can’t help but feel like there 
is no point in it at all. Wait... no. | 
misheard, | must have misheard. Did 
he really call my name? The other 
midlings were running towards 
me, it must be true. |... can’t move. 
I've dreamt of this day for years 
and | am frozen like a hunter in 
the sight of its prey. As the shock 
begins to wear off, | rush back to 


my room. | have to pack, where is 
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my list. | had this all planned out, 
why can’t | find this damned list. 
My mind flustered, racing with all 
the things | now have no time to 
do. Then the sun catches my eye, 
the window. | crawled back out my 
window, and sat. Breathe deeply | 
told myself. The sun beat down on 
me as | tried to gather myself from 


the overwhelming excitement. 


| managed to find my list and 
packed my bag. | changed, after alla 
courtyard dress would not do for my 
first adventure. The chambermaids 


had made us all special clothing 


for our excursions; mine a short 
dress of brilliant greens and blues 
that flowed in the back. | was told it 
would blend me to my surroundings 
while not being hard to move in so | 
could bolt quickly if necessary. Bolt 
quickly? Why had that never crossed 
my mind before as something to 
worry about. Regardless, | took a 
deep breathe as | stepped out of 

my room, stood tall, and walked 
proudly to the room where we 


were to meet our hunter guides. 


Three burly men and a slender, 


quiet woman stood around a table 
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ha actif 
covered in maps. The other midlings map. “Do you know vhere this is to this place for help. Although...” 
who were called were all huddled midling?”, she asked me with a | stopped and turned to her, “| do 
in a corner with their packs. | was with a look on her face that could not know what is there that so 
not like the other midlings. | was scare a small child. | studied the many flock to it for.”. The 3 men 
always in trouble for sneaking off or map intensely for a few moments. look at me as if | were their prey, 
sitting on the rooftops. | walked right “Vhell midling?”, she hissed at me. my heart begins racing yet again. 
over to the hunters, set my pack In the strongest voice | could muster The woman takes the map from my 
on the floor beside me and asked | said, “It's of a place | have read hand and asks me, “Midling... vhat 
firmly, “Are these maps of where of. Over two rivers and beyond a be your name?” Her accent was 
we are going?” The other midlings dangerous forest. The rivers have unlike any | have ever heard before. 
gasped at me, but | did not fear the currents that could whisk a bear It was strong, bold and determined 
hunters. | wanted to be one of them, away, and the forest even the best and a bit hard to understand. 
| wanted to be out in the world. of hunters dare not go alone. This 
place has something that has been | froze. Goddammit, why do | keep 

The woman approached me, sought after by name. | have read freezing like this. “My... my name... 

looked me over and handed me a stories of many soldiers running is...”, | stutter like | am child learning 
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to talk. The woman taps her foot at 
me. My name is Zvezda”, | quietly 
say In fear that | have offended 

the hunters. “So... young star, vhat 
makes you think you could vhalk 

up and talk to hunters of nobility 
vhithout even an introduction?” She 
knew what my name meant. No one 
does, | was orphaned here; It took 
me years to figure out what dialect 
my name came from. | look up at her 
and declared, ‘| have dreamed of the 
world, | have read of the world and | 
want the world. You have the world 
manipulated in your fingers, | want 
to learn and | want to be like you.” 
She smirks at me and then looks at 
the 3 male hunters, she then turns 
and grabs my shoulder. “Starling, 
that Is vhat | shall call you. My name 
is Geroyina. | am the best female 
hunter...” she looks back at the men, 
“maybe best hunter in general, to 
ever step foot into these lands. The 
men, they do not move as svhiftly 

as | do because they have too much 
bear in their belly. | manipulate the 
vhorld into my desires and | coax the 
animals to do my bidding. Is this... 
vhat YOU vhant?”, she questions 

me. My eyes wide with desire, my 
heart racing leaps larger than 
mountains, “Yes, that is what | want. 
But... | have a question?”. Geroyina 


raises her eye at me. Your name 


has the same accents as mine, Is 
that how you knew what my name 
meant?”, | looked to her for an 
answer. She glances at me, grabs 
her maps and places them in her 
bag. | came from a land far from 
here, It no longer exists. It has all but 
been forgotten, and you, you should 


forget It too”, she snaps at me. 


| had forgotten for a brief while 
that there were other midlings In 
the room. | turned to them when | 
heard a whisper. They were holding 
hands with fear in their eyes. | was 
not afraid though. | am never afraid. 
Why has that never occurred to 
me before, | have never truly been 
afraid. No matter, the hunters began 
to pick up their things. One of the 
men stood up tall and yelled out, 
“Midlings, you listen up now. | will 
not go looking for you if you fall 
behind. Stay close, don’t make a 
sound unless we Say it’s safe. Don't 
pick up things you think are pretty. 
Don’t touch things they will probably 
kill you. And don't go off alone. DO 
YOU UNDERSTAND ME?!” We all 
nodded at him. “Then let's go!”, he 
yelled as he motioned with his arm 
for us to follow. We all began to 
follow the men out the door, when 
a hand grabbed me. “Starling”, 


she says to me, You have a gift, 


a gift of our ancestors, it is very 
special. There is not many of us 
left, you, you will stay vhith me.” | 


nodded and walked beside her. 


We approached the front gates, 
| slowed my pace and looked up 
at the towering gates lined with 
guards. “Starling, vhen you step 
your first step out these gates, do 
not be afraid, not that you can be, 
but you vhill feel many things you 
have never felt before. They are 
your gift from your parents. Listen 
carefully to the vhispers the vhind 
vhill bring you. They vhill show 
you vhonders beyond your heart 
and your mind. Do you understand 
Starling?”, Geroyina asks me. “Yes | 
understand, but what will | feel?”, | 
hesitantly ask her. She chuckles at 
me, Just you vhait Starling, there is 
no explaining this one.” Her smile 
spans her face, the energy flowing 
off her is so high that one could feel 
it, what does she know about me | 
wonder. This summer will definitely 
be an adventure to remember. | 
took a deep breathe, | stood as tall 
as | could and with a smile on my 
face | stepped foot in the world. | 
felt the world rush through me. 
| felt the wind touch my face. | 


heard, oh dear god, what is this. 
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THE NEXT EXPANSION MUST 
HAVE/BE WORDSEARCH 


With many speculations on the next expansion of WoW, | scoured the web for all ideas, reasonable, insane, 
plausible and not so plausible, for you to chuckle over while you are finding them in this wordsearch. Click 


on the image to download it and take with you to do while chilling in garrison or while you have spare time. 
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GLASS YEARBOOK 
CROSSWORD 


Class stereotypes are nothing new to any WoW player. See if you can figure out which yearbook 
phrase, “Most likely to”, relates to each class in this crossword. Click the image to download 


the puzzle and take it with you on your coffee break or to do during your raid break. 


PODCAST SPOTLIGHT 


Here at the World of Warcraft Community Magazine, we have the privilege to meet and interview a variety of amazing 
podcasters in the WoW community. But we don't want you to lose touch with the excellent content out there, so every 
month, podcasters who have been interviewed by us will be sharing what they have been up to In the past month complete 
with links to their latest episodes ready for you to listen and download! 

Obviously this list will grow as our magazine does, but if you don’t see someone on here that has a podcast you love, 


and you'd love to see featured and interviewed email us at wow(dgameonmag.com. 
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HORDE FOR LIFE fa HFLPODCAST TAUREN THINK TANK (aTAURENTHINKTANK 
Episode #129 Legion Revealed - Special guest Episode #156 Thats Binary for no! - Why are 
Ben aka Rayna joins us this week as we bring some people so quick to jump into a trusting 
you the biggest Warcraft news in 2015. friendship, and expect me to feel the same? 
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LOOKING FOR ROLE PLAY 


LOOKING FOR ROLE PLAY faLFRPPODCAST TRAINING DUMMIES faTRAININGDUMMIES 

Episode #50 LFRP One Year Anniversary Episode #102 Set in My Ways - In this episode it’s 

Show! - This week, they celebrate their one all about the devil himself as the boys are joined by 

year anniversary and 50th episode! Multizord to discuss Heroes of the Storm warrior, Diablo! 


THE GAME CASE faTHEGAMECASESHOW 
Episode # 20 The Lore One - Join Host Cuddles 
and special Guest Alisaunder for a deep dive 


into ‘tinfoil hat” land & lore for the upcoming 


World of Warcraft Expansion: Legion. 
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